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_ _ HardBall”6 
Gives new meaning to 
“take me out to the ball 
game” -including all 30 
a Major League Baseball 
| stadiums and teams in 
‘ 3D. Motion-captured 
) polygonal players 
include minute details 
a ; © such as names, 
, numbers and 
authentic team logos 
on their uniforms. 
a Just try to hit this 
| 90MPH fast ball! 
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=< StarCon 
The Star Control Saga 
continues. Battle your 
way through space 
with the most 
_ immersive space 
; game ever designed. 
Third person 
| perspective coupled 
» with massively 
animated fighters 
and carriers make 
Star Con the 
must have 
action- 
adventure. 
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Download the demos at: www.accolade car 
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Beauty vs. Beast - 
| modern supercars 
| battle the power of | 
ithe past! Race | 
Fyour favorite of | 
» 10 vehicles on 6 

tracks through 


the rain, snow 
wey bustling city 


‘ streets. 





TIX78 


ities hw 


























Redline 

| The future of gang 
warfare! Work 
your way through 
the gang ranks by 
foot or vehicle 

! , through fully 

\ ake ; Les i destructible 3D 
\ ——_ s 3 & : environments. 
Wage a one 
man crusade, 
or head to 
the Arena for 
insane 
multiplayer 
action. 
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| SDEX Files:> pio 
| Letters and e-mail from our loving public. 
Technical help from the’ eins i. } 


_ Misc. news and tidbits from the 3D world. 


We talk to Square LA about their upcoming PC 
adaptation of one of the biggest selling games of 
last'year. 


Future Magic:> peo 


Previews of upcoming games. 


Special Feature:> p60 
Surviving in the industry for less than $1,000,000 
a day, 


Special Feature:> pod 
Forsaken has kick started Probe Software in\a 
new direction. Tony Beckworth tells us where 


they're going: 

Feature:> pos) 
Voodoo. helps you master the technical lingo that 
goes with 3D acceleration. 


We tell’ you: what's worth buying. And! Whatito) 
avoid at/all'costs: 


fest Lab:> 


Hands'on hardware. Cool stuff for your PC. 


Gary Tarolli tells us how 3Dfx broke the rules and) 
won. 
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Welcome to the second i issue of ‘Voodoo. 
A lot of first-time r readers will most likely 
be joining, us;as this is our first issue 
to get major newsstand distribution. 
Our first issue, which was given away 
free, was only found i in speciality games 
and software stores, but now we’re 
world-wide, baby! 
Speaking of our first free issue, I was 
hammered with email from folks all 
across the US, telling me that Employee 
X at Store Z wouldn’t give them a 
magazine unless they were a “frequent 
buyer,” or, even worse, that some stores 
were actually charging six bucks for the 
mag. | even heard from some people 
who were telling me that their local 
store had physically covered up the big 
burst that said/“Free Premier. Issue!” 
with a price tag. Yipes! See what happens 
when you try to do something cool, 
something different? I don’t know if it 
was outright maliciousness or. utter. 
stupidity, but I do feel bad for those 
of. you|who) unwittingly 1 ‘forked over cash 
for our. first ish. || promise that'I/Il never. 
give anything away, for free again. How's 
that? 


As you have} no} doubt policed) we ‘ve 






we could: You folks had, 
1art comments on font, 








and disliked anc awhole passelofnew 
Suggestions that we've worked to 


implement: Still not happy with the final 





_ DIMEXSION/PUBLISHING, INC, pesers 


le as many. of the smart 


prey ments, things\you, liked 


wan rah 


result? Goahead and send'me email to 


let me know what you7 like to see. 
Our biggest addition is, or course, the 
lovely CD gracing the front of the cover. 
With Issue Three (on sale in September) 
we'll have a more traditional “sampler” 
style disc, with games from all over the 
place as opposed to those from a single 
publisher. A big thanks goes out to our 
friends at Eidos for providing us with 
this disc. 

How’re you enjoying that Voodoo 2 
card? By now, the cards are much easier 
to come across, as opposed to the initial 
launch, when they were harder to find 
than Elton John’s talent. I’ve heard that 
both Diamond and Creative have been 
very surprised and very happy with the 
way the first V2s literally exploded out 
of the stores, and /I/m sure that the next 
wave of vendors (Orchid, Canopus, STB) 
are going to be just/as aggressive getting 
their, product from their warehouses 
and into your hands. By the way, if 
you've got the’ cash, I/heartily suggest 
picking upa second card'so\you canrun 
in SLIGames like Jedi Knight, Quake 2 
and lIncoming are absolutely beautiful 






That's it from)me 
you're reading this, 
that I/m)still!cowering inja CHa] 


_ room somewhere in Bay Area, trying to 
recover, from|the'total sensory overload 
(and open bars). that\l subjected: myself 
to in Atlanta during this year’s E3.We've 


managed to)snag some early info on 
upcoming titles before the show, but I 
can guarantee that Issue Three's gonna 
be jammed full/of new games. 


CHRIS KRAMER 
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50 billion operations per second. 3 million triangles per second. Up to |2MB of ultra-fast, single-cycle DRAM 
Two independent, on-board texture processors for single-pass trilinear filtering. Full triangle set-up processing. 


LOD MIP-mapping. Texture compositing, morphing and other complex effects. High-precision Z-buffering. 
True perspective correction with sub-pixel and sub-texel accuracy. As much as 3 times the performance of 


the previous generation of Voodoo-based accelerators. Yo u kn OW yo u Wa ane elal sa 


Get it now at your Favorite retailer. Need info? Visit www.soundblaster.comvoodoo2/ or call 1.800.998.5227. 
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©1999 Creative Technology Ltd, All other brand or product names listed are trademarks or registered trademarks and are property of thear respective holders. 


‘. Game Headquarters 


| 


a ~ 





ho the eff are these peoples 


(and what are they playing?) | 


- Bartholow———__ | Dave Whittle 


ith enough time on his hands to be a sophomore at |} When notsailing off to one of his five private remote islands, Dave is 


iversity and play many games. Through arandom align- |} testing experimental aircraft. His loves include bo ae tas d 
tC nds, Peter nabbed his first gig at age 16 with the Dallas rock climbing. He dislikes fighting off super te els, an tes it whe 
ring News (where he used to annoy Chris at one of his previous PR |} Bill Gates calls to borrow money. Oh, and he's also written the ‘ 
ehe wrote aweekly game column for two years, and attempt- |} Review” email newsletter for two years. Dave likes all gaming systems, but 
ye out ofthe general public. For one of those years, Peter |} favors his P2 300 with dual Righteous 3D Is. He favors racing and Lact 
games, but shies away from sports titles and (shudder) flight sim 
actually rarely goes outside. ae. 
< ° PC) ° Monster Truck Madness 2 (PC) vee 
aorecraa > Fee rn cay it cre) ° ieee Treen of Praevious (PC) ° Barrage (PC) e Incoming (Pi 
ave Winding as 
lance writer who can’t believe that he actually makes a |} President of Dimension Publishing and godfather of Voodoo Maga 
deo games, Presently, he contributes to Voodoo (duh), |} is a first generation gaming fanatic that has played on every gaming sys- 
tem known to man. He sports over 5,000 games in his collection : 
including every Sega Master System title, every Lynx title, every 
Colecovision/Adam game and over 500 Amiga games (Freak! — ed.) 
ethan willing to be humiliated by you. When not play- |! When not playing something, he can be found on the golf course, destroy- 
mi lives his life to the fullest with the love of his life, |] ing Chris and Greg on the racquetball court, playing some hoop, or in his 
home recording studio. The guy doesn’t like to stand still for too 
in addition to his toys, Dave shares his life with his wife, Jeanne, their two 
children (Spencer (8) and Maggie (1)), and his yellow Lab, Ak n. 
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© NFL Blitz (PC) © Jersey Devil (PSX) © GEX: Enter the Gecko (PC) 
* : ae = ° MLB 99 (PSX) : 
of Voodoo Magazine, Chris just recently joined the edi- 


t deo game industry after too many years slaving as a € O t t O | f 
i Relations monkeyboy. He really enjoys going on all the a. a a 
lat he used to have to put together, and has decided that Jeez, y cen We Sy aU cao More ‘ it Poin a 
'to play games without having to deal with all the annoy- peepee aon SEO? Well, ites Healneginsenees 2 a 
e “journalists” and web site goobers (unless they work Five fame, that’s for sure. He considers himselfto be the Dr. Johnn Fever 
| Publishing, then it’s different). His unique inside per- of conipuey ca fontniestsin, causes byeen fon 50 
ne industry helps him to quickly see through the |] —Someareeven stillin business! When he's trying to avoid assignments, 
he raises wolves, dogs, squirrels and the eyebrow of many a neighbor 
Gretsch guitars, Harley Davidsons, federally exempt assault weapons 
these are the things near and dear to his heart. of 


° Monster Truck Madness 2 (PC) = Come to Electronics Boutique. You'll find the 3Dfx- supported 
° Tell the Twins Apart Dating Simulator (PC) e Flight Unlimited 2 (PO) 


* Deer Hunter Hunter (2S MabiE sae games you're itching to play in the newly designated 3Dfx 
i Yi 4 Game Sections. All it takes is a little 3Dfx Voodoo for your 

994 igston newest accelerated title to run in all its glory. 

Or logon to EB World on-line. You'll find the latest hit 


games, Greg'strue passion in lifewas to be aflyfish- |}. i  - : 
; ona whim, his mom bought him Fishing Derby for Ae : eae ane ees ugliest man in the land of th 
dhis life forever. Greg's geekiest claim to fame is that yen every game since he was only three...” aS i ini ici “li 
lays almost every video game console and computer] °Ct0t Lawyer. Poet. Unfortunately none ofthese things ankst 3Dfx-ready title in its own official on-line store. 
the Vectrex and Bally Astrocadeto the Apple i+ and |] *™!Sspent youth playing video games, Yiggy is qualified to di Shop ‘til you Drop. 


i counts himself extremely lucky that he has been able besides workouts industry. Oh sure, he did go to colleg 
yut of an avid hobby for something completely different, Now he’s totally scr 
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Rash 3D (PSX) Burning Rangers (Saturn) i Goldeneye (N64) Uprising (PC) * Mysteries oft! 
(Amiga) ° Super Ghouls and Ghosts (SNES). Forsaken (PC) * Mega Man IV (Gameboy) se 


Only one folding chair was harmed in the m 


w 1998 3Dfx Interactive, Inc. 3Dfx Interactive and the 3Dfx Interactive logo 
are trademarks of 3Dfx Interactive, Inc. All other trademarks and tradenames 
are properties of their respective owners. All Rights Reserved. 





Comdex Survivors Speak Out... On the Next 
Geraldo 

Lemme start by kissing your ass. I'm a long 
time owner of a Monster 3D card. It is far and 
away the best thing I ever purchased for my 
PC. Goodbye to consoles forever. Nothing can 
touch gaming on the PC and, with a 3Dfx card 
installed, no console will ever come close. As 
soon as it becomes necessary (re:choppy frame 
rates), I will be buying a Voodoo 2. Being a 
videowall specialist, I'm lucky to be able to 
attend most of the industry trade shows. I saw 
the Voodoo 2 in the 3Dfx booth (it was actually 
a little room) at Comdex. The frame rates the 
card was putting out were amazing, and I 
spent every minute of free time I had in that lit- 
tle room. On the other hand, at the end of the 
show I traded two very cool Harley t-shirts 
from the booth I was working in for two very 
LAME Voodoo 2 t-shirts. I hope they have bet- 
ter shirts at E3. Hehe. 

Also I just paid 6 bucks (at my local news- 
stand) for a magazine that plainly says on the 
cover: FREE! Premier issue! Uh, what's up with 
that? Anywho, I liked the mag, it was cool that 
the reviews seemed pretty honest, loved the 
history column by Gary Tarolli. Some ideas to 
consider: a hints/cheats/walkthru's column 
wouldn't hurt, more columns from Gary Tarolli 
and Scott Sellers, more background into their 
designing the chip, maybe some game 
favorites, stuff like that. Also some kind of 
glossary column explaining exactly what mip- 
Mapping and tri-linear filtering and all that 
other crap means. Everybody prints the words 
but nobody explains what the hell they mean! 
Well, gotta go, this is cutting into my game 
time. Playing the Redline Racer demo, best 
looking racing game I've ever seen, anywhere. 
Kicks the crap outta Moto Racer in the game- 
play department too. This is gonna be a hit. 

Later 
Joe Monahan 


Joe, 

That Comdex booth was horrible; you're lucky 
you actually found it. If [had a nickel for every per- 
son who walked into the booth and said, “Man, I’ve 
been looking for you guys for the past three days!” 
I'd be a rich man. I have taken a personal vow to 
never attend that show again as long as I live. 

Tapologize for your loss of six bucks as well (see 
my editorial rant at the beginning of this issue). If it 
makes you feel better, we received tons of email from 
people that had the exact same thing happen to 
them, so at least you're not alone in being ripped off 
(for whatever solace this knowledge may provide 
you). 

As you can see, your wish is our command here 
at Voodoo. Mr. Tarolli kindly throws down some 
more inside dirt on 3Dfx as both a company and a 
technology, and Dave Whittle and I have cooked up 
4 comprehensive guide to 3D for the layman. You 
might want to check out what Dave has to say about 
Redline on page 41, then go back to enjoying the 
demo. : 
eee eee ee 
Stopping To Smell The Roses... And Getting 
My Head Blown Off 

I have to say that I love your magazine. I 
wasn't able to put it down until I had read it 
from cover to cover. The information in it is top 
notch and exactly what everyone who is even 
considering buying a 3Dfx card needs to read. 
Based on your information I went out 2 days 
later and bought a Monster 3d I], it was a little 
hard to chase one down, but I got it, and I'm 
not looking back!!!!! All of the games that I 
have that are 3Dfx are incredible! It's almost 
like I purchased new software. My only prob- 


lem now is that I get fragged in Q2 because I'm 
actually pausing to look at the textures in 
things. Best buy I've made for my computer, 
hands down. 


Recent convert (who now sees the light), 
Scott Chitwood 


Scott, 

Some friendly advice: when playing Quake 2, 
don’t stop. EVER. ‘Cause cheap bastards like me 
just wait to catch people paused in mid-stride. I 
especially enjoy shooting someone with a rocket 
while they're typing. There's nothing like rounding 
the corner, seeing another character just... standing 
there, and peggin' a rocket into their head. The pay- 
off is the next line of type which usually reads some- 
thing like, “No fair, I was typing.” Next time, use 
more than two fingers. 

You're lucky to have picked up a Monster 2 with 
little trauma, For a while, they were worth their 
weight in gold, as hordes of hungry computer geeks 
(like you and me, naturally) descended on the stores 
ina furor when the first boards appeared. Glad 
you've seen the light, and remember to duck. 

A Note To All You Sexist Pigs Out There: 
Chicks Dig Games 

When I first picked up your magazine, I was 
in awe. By the time I had finished reading it, I 
was in a state of disgust. Why? Because this is 

a magazine that obviously does not have an 
interest in, nor care about, female readership. 
The beginning was bad enough: instead of 
"Welcome Voodoo Fans", it was “Welcome, Fan 
BOY!". 

Then on page 24, Part Two of "Voodoo vs. 
the Consoles", Zach Meston writes "For all the 
ladies know I'm quite the layman". What kind 
of crap is that? It has nothing to do with gam- 
ing, and everything to do with a writer's ego 
getting in the way of his work. This happens 
again on page 89, where Mr. Meston ends his 
review with "I'll still be playing it long after I've 
spent the dinero earned from this review on 
booze and women." What an ego! I seriously 
doubt if those comments would appear ina 
true game rag, such as PC Games or PC Gamer. 

Tam an early-thirties female, I played Atari 
and all those games, and I have been putting 
together my own PC's (and many others, as I 
am A+ certified) for years. I'm a hardware 
junkie who eams a comfortable living writing 
about production control. But a measly $13 of 
that money will not be coming your way, until 
this rag cleans up its act. There were other 
annoyances as well, all indicative of either poor 
editing or lack of vision (probably both). If you 
all are MAN enough to take the criticism, keep 
reading. There is a definite lack of uniformity 
in the reviews. Some mention frame Tates; 
most do not. First and foremost, ifa game is to 
be teviewed, it should have the hardware 
requirements listed, then the actual machine it 
was tested on should be listed as well. Frame 
rates for both the Voodoo 1 and 2 should be 
tested. Need I say in the same resolution? The 
rating system is adequate, but I would like to 
see an indication of whether or not the game 
supports Direct Sound. Direct Sound should be 
part of the "cutting edge” that the Voodoo 
chipset is riding. The Price of the game should 
be stated, as that influences the "buy now or 
wait for the bargain bin" line of thought that 
many gamers experience. (Sort of like the "See 
the movie now or rent it later?” syndrome). 

On the plus side, plentiful screenshots are 
always welcome. Web listings for the chipset is 
a good start, but why not list web sites for the 
companies whose games are reviewed? It 


would be helpful for gamers to be able to 
download demos of these games and try them 
out themselves. (Yes, I saw the plug for JK in 
the front, but how about the rest?) Using your 
own ratings scheme, I would have to give your 
magazine a "4". The concept itself is original; 
the reviews could stand improvement; the sex- 
ism is downright intolerable. Too bad poor 
editing and uncontrolled ego have left this 
magazine back in the era long before the first 
PC ever came into being. 


Dee Jones 


Dee, 
Hey, now, little lady, no need to get all flustered. 
We don't mean to be offensive to women, it’s just 

that in Zach’s particular case, he can’t help it. Trust 
me, when Zach proudly states that the money he 
earns from these reviews is spent on booze and 
women, he really, really means it. We all love him, 
but the boy has... problems. You're right, comments 
like that would never appear in the other computer 
magazines, but those guys never get out and have 
fun anyway. I promise that even if | am a poor, 
visionless editor with an uncontrolled ego, I'll try 
to make sure that our humble little rag doesn’t 
offend the fairer sex that make up a whopping four 
percent of our readership. Plus, my girlfriend Sooz 
would beat the hell out of me if she thought I was 
running a misogynist magazine. 

As to your suggestions about testing frame rates 
on Voodoo 1 and 2, listing PC: specs for each and 
every game, talking about Direct Sound and all the 
other hard core techie stuff, that’s just not how we're 
going to operate Voodoo. While these facts are 
important to some people, we're going to treats 
§ames as entertainment, not technology demos. 
There are a lot of other computer magazines out 
there that test the beegeezus out of games, spending 
a thousand words telling you all about how fast a 
game runs in 24-bit color at such-'n-such resolution 
on a Pentium II with a gajillion MBs of RAM, so 
on and so forth. These reviews are helpful if you a.. 
intend to write a technical paper for your software 
engineering doctorate, b.) Want to learn a bunch of 
buzz words to impress your friends, or c.) need some 
last little justification to spend your forty or fifty 
bucks. Our reviews are slanted towards a few simple 
ideas: is this game any fun? Is it worth your cash? 
Why is this an interesting game? It sounds like you 
(and the majority of our readership, if our letters are 
a good indication), are intelligent and well-read, 
with a good working knowledge of computers, The 
tech stuff is important, I know, but when I read a 
review, I don’t care how many lines of code make up 
the 3D engine, or how accurate the physics model 
is. I just want someone who has spent hours with a 
game to tell me if they actually had a good time 
while they were playing it. 

J also feel that there really isn't a need to list 
prices for games. If I call a company and ask their 
esi PR staff how much their latest hot game 
Is going to cost, they're going to give me the stan- 
dard MSRP (if they ees find out, that is) 
won't be able to tell you if the game will be on sale at 
your local software store, or if there is a coupon for 
a few bucks off on the web site, or any of the other 
wonderful promotions that publishing companies 
ne up with to help move their stock ‘from a ware- 
he go ex ie 
Gena i nada, Sweden, France, 

if 'Y, tong Kong, Peru, Mexico, or the UK, so 
- - Enna subscribers would be outta 
eine u ne ve company websites is a smart 

Z ever, Which wii p 2 
loan will now become part and par- 
bet png aside, sorry if our “Boy's Club” men- 

ly turned off you or any of our other female read- 
ers. We'll try to watch that in the future, 


Tool Of The Man 

Howdy Folks! Just picked up your mag the 
other day, and besides being a great marketing 
tool for 3Dfx products, it had some good info in 
it as well. But enough butt smooching..... I have 
a question concerning Voodoo Rush and why 
some games work with it (anything from Jane's) 
and why some won't (Microprose M1 TP2). 
Microprose has a blurb in their FAQ about how 
Glide for Rush products won't work with their 
game (and sluff it off on the 3Dfx developers), 
and it sounds like complete crap to me, as other 
3Dfx-enhanced products work fine. So, is ita 
cop-out on Microprose's' part because they 
released an unfinished product too early, or are 
the evil developers holding Microprose back (as 
they would have us believe)? Also, would it be 
so hard to announce the fact that a product 
won't work with Rush??!! (Like on the box 
instead of stashed away ona web site or deep in 
the manual?) There it is, my 2 cents : ) 


Peter Lenton 


Well, I'm glad that you thought that Voodoo was 
more than a “great marketing tool.” Ya know, even 
though we're the official 3Dfx mag, the company does 
not exercise any sort of control over the content or 
editorial direction of the magazine. Our reviews are 
honest and not filtered or fuzzed like other typical 
“Official” magazines. : 

Rush problems often occur when a developer sim- 
ply neglects to test their game on a Rush board. 
While Voodoo Rush should operate in theory much 
like Voodoo Graphics, there are some differences in 
the two chips that can cause slight hangs which can 
be addressed quickly if they’re caught in time. 
Sometimes in the last minute flurry of activity to get 
a new game out the door, things get overlooked, 
which is why web sites are a beautiful thing. A quick 
peak at the Tech Support section of the Microprose 
site reveals that the company is in the process of 
preparing a patch that should fix your problems. 

ee eee 
Sugar Plum Dirty Harry Fantasies? We Don’t 
Want To Know 

Hi, I just picked up your new magazine over 
at EB while being told my 12 meg Monster has 
just been pushed back to mid-May. I shoulda 
known. Sometimes we ignore the realities of life 
to bask in sugar plum fantasies of gameplay. 
Well, maybe more like Dirty Harry. Enough of 
the intro. I wanted to ask you folks how can I get 
involved in the gaming industry in Boston,MA? 
I am having a hard time getting info on what 
basic classes I should take to at least manage 
getting a certificate in my hand of related gam- 
ing basics (sorry for run-on). Any suggestions? 

I would have to say that I was one of the first 
to own a Voodoo card around here in '96. 1am 
self-taught and finally heard the calling, as I 
mentioned, but how do I get involved in a con- 
structive way? I understand the concept of play 
testers, but how do I get the right education? I 
am 32 with a wife and 2.2 kids, and have decid- 
ed to make a career change. Having been a 
stockbroker, investment rep, housepainter, and 
school chef, an opportunity has arisen to enable 

me to do what I enjoy most... gaming. A recent 
article linked by op3fx.com addresses this to a 
tantalizing degree. I appreciate any info in a 
non-bulk mail response, hehe. 

Ranger4347 


Gaming magazines get this question all the time. 
Tf you're serious about becoming a game programmer, 
go out and get yourself a Computer Science degree. 
You'll need all sorts of mad skills, but 3D design and 
programming is currently one of the hottest (and 
untder-staffed) areas of game development. Having a 
computer degree or demonstrable self-taught pro- 
gramming skills is your quickest way in the door. 

The other way into the gaming industry is via 
Testing, where you can quickly rise to the top if 
you're smart and motivated. Lots of people out there 
designing and producing games started as testers in 
one company or another (hey, I even spent a year of 
my life counseling frustrated gamers on the phone). I 


know Boston is like the Silicon Valley, but there 
aren't a whole lot of gaming companies out there. 
You'll find the majority of developers and publishers 
are centered in Northern California, with other major 
outposts in Seattle, Los Angeles, New York and 
Houston. Good luck, but don’t blame your sudden 
career change on Voodoo — I don't want your wife 
to make you cancel your subscription. 
Confusing and Contradictory Quisling Quake 
Questions 

I recently picked up my free copy of your 
magazine, and found it very informative and 
entertaining. However, I am confused about 
whether or not Quake 2 was or was not devel- 
oped with Voodoo 2 in mind. On page 21, you 
have said that Andy Keane, VP of Marketing at 
3Df,, "...has stated that Voodoo 2 is really for the 
games that will be coming out this Christmas,” 
yet on page 33 you guys state, "... not only has 
this game defined the new standard for multi- 
player fragging, it had Voodoo 2 support built 
in before the chipset was even done!” Now I 
understand that this was your debut, but don't 
you want to wait an issue or two to contradict 
yourselves, or is it that you want to be on the 
"bleeding edge" in that department too? 


Confused, 
Steven Owen 
PS. I can't wait for issue #2! 


Heck no, if you're going to contradict yourself, 
why wait a few issues. We wanted to start off con- 
fusing people right from the beginning. Lemme clear 
up your confusion for you. No, Quake was not specif- 
ically designed with Voodoo 2 in mind. At the point 
in time when id began work on the game, Voodoo 2 
was still just a sparkle in 3Dfx’s eye. The boys down 
there in Texas did make adaptions to their wonder- 
fully adaptive code after the fact. id added multi-tex- 

ture support into the Quake engine in 
September/October of last year, when 3Dfx had given 
them the lowdown on Voodoo 2's capabilities. As we 
all know, the actual cards didn’t arrive until March, 
so the extra features that id had included in the 
Quake engine were really only useful in 3Dfx’s early 
demos in those early months. I just think it was cool 
that there were Voodoo 2-ready games before the 
chipset was even available. All hail td! Now, when 
Andy says that V2 is for games coming this 
Christmas, he means the games that are currently 
being worked on which have been targeted for 3Dfx 
technology since the beginning of their development 
cycle — that means games like Quake 3, Heavy Gear 
2, and most of the other Third and Fourth Quarter 
games, Got it? Good! 

——ee ee eee ee ee 

Revenge of the Illiterate Console Gamer 
The following email is exactly as it was recetced: 

Tam writing to say how I have had enough 
about all the crap all the computer gamers have 
been talking about consoles. First ofall you guys 
always talk about the limitation of the console 
and the graphics. You're always saying it sucks, 
but look at you PC. You also have problems 
such and price and speed. You PC gamers will 
always have to upgrade to play the games with 
high res graphics plus it will require a Voodoo 
card. Don't think you're all powerful because I 
have read that only 16% of PC gamers actually 
own a 3D accelerator. This just shows how sorry 
you're games are because not everybody can 
afford them. So please stop insulting consoles 
because PC games will always be last because of 
price. Don't forget that all the good games come 
from consoles. Consoles are cheaper and require 
much more skill to play with such as twitch 
games. So just F**k Off. Oh and don't forget 
arcade games come on consoles only because of 
the quantity of consoles people own and the 
quality of the system. It may be outdated but it 
still kicks your butt in quality. Graphics don't 
make the game, it is the game itself that deter- 
mines the success of the game. 

Sonny 


Maybe Congress should ban the Internet. 


Ultim@te Error 

You guys recently gave the game, Ultimate 
Race Pro, by Microprose/Kalisto, a thumbs up 
in the premier issue of Voodoo magazine. In 
fact, based on your review, I went out and pur- 
chased a copy of the game. I'm not sure if you 
guys are aware of what is going on, but check 
out Kalisto's web site (http:/ / www.ultimater- 
ace.com/forum.htm). It seems as if the retail 
version of the game is having major problems 
running on 3Dfx. Every Voodoo 2 owner who 
has purchased the game is complaining about 
the various problems. 90% of the Voodoo 2 own- 
ers can't even get the game to run in 3Dfx mode. 
It seems as the other 10% can, but have a vary- 
ing array of screen “glitches.” I assume that 
when you guys reviewed this game, you must 
have reviewed a copy of the demo (it also 
appears as if the retail product and the demo 
game engines are different) that worked with 
3Dfx. Kalisto has promised a patch, but many 
PowerVR owners who have been promised a 
patch for months now, seem to think that 3Df& 
owners are also going to get the run-around 
from Kalisto. I really think that false advertising 
is unfair for those of us who buy games and 
expect to get a product that works out of the 
box. Thanks! 


Darrell 


Yup, we're all too aware of the problems URP had 
with Voodoo 2 cards. After playing with a near-final 
version of the game for a few weeks, Kalisto brought 
in the gold master candidate disc to us, and told us 
that the game was 99% completed. We had been play- 
ing URP on PII systems running a Canopus Pure 
3D card, and had experienced no problems. Dave was 
almost finished writing his review of URP when our 
first V2 card came in from Creative. When URP did- 
n't boot up on my card, the first thing I did was call 
Kalisto to let them know there was a problem. Kalisto 
assured me that they were aware of the problem, 
claimed it was an early driver issue, and said that it 
would be fixed within a few days, before the game's 
actual release. Turns out that it was a combination of 
the first new drivers from 3Dfx and the game itself. 
3Dfx has since released newer drivers (head out to 
your card manufacturer's web site and pick ‘em up if 
you haven't yet), which got the game running. At the 
time of this writing, Kalisto has also popped up a 
patch for the game that should make everything 
hunky-dory. We apologize about the confusion, but 
still stand behind URP as being an awesome racing 
game. 

It's Stupid, Not StuPid 

In your 3Dfx files, you write “Also, for the 
record, it's Voodoo, not VooDoo.” Get a tape 
measure, flip to the cover and measure the “D”, 
then measure the “o's”. Then go fire your design 
guys for perpetuating the VooDoo confusion. 
I've seen it spelled like that 100 times, mostly 
from you guys. 


You're right, the “D” 
than the four “O”’s, but it's not as dominant as that 
big old “V” stuck right at the beginning. One last 
time, and for the record, it’s one word, with only the 
first letter being capitalized. Besides, if I try to fire 
Tim, he'll make me give him a dollar. 


rf you're crazy enough to send 
more mail, send it to: 


Coovoo wppagazine 
1175 chess drive.suite e 
foster city.c3.9qQ03 
mail Avoovoomag.com 
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In the premier issue of Voodoo 
magazine, Chris Kramer wrote the 
following: 

"Since Voodoo 2 is essentially based on 
the same technology as the first, all games 
you currently own will migrate across..." 
"Not only will your favorites work with 
Voodoo 2, but they'll perform even better.” 

This implies that games optimized for 
the original Voodoo card will work the 
same, or even better,” on a PC equipped 
with a Voodoo 2 card. This statement 
cannot be entirely true. I've already come 
across a few games (F22 ADE, for example) 
that WILL NOT work with Voodoo 2 
UNLESS you have the "patch" the 
developer has provided. Mr. Kramer's 
statements make itsound like games won't 
need "patches" to work with Voodoo 2 
cards. I understand "patches" may be 
required if you want your game to take 
FULL advantage of a Voodoo 2 card, but, 
in the F22 ADF case, a "patch" was needed 
just to get the game “working” with 
Voodoo 2. If you don't have the patch, F22 
ADF must run in "software only mode,” 
therefore Voodoo 2 does NOTHING until 
you get the patch! So whatdoes Voodoo 2 
do for those games optimized for the 
original Voodoo card, AND DO NOT 
work with Voodoo 2, AND offer NO 
patch? Nothing? 

Take for example, Jane’s F-15. The 

premier issue of Voodoo mag revealed that 
this title is not optimized for Voodoo 2. 
Does this mean if I run Jane’s F15 ona PC 
equipped with a Voodoo 2 card, I'll have to 
run it in "software only mode” until a 
"patch" comes out? If this is the case, then 
Mr. Kramer's statements are false in that, 
Voodoo 2 will not automatically run 
games optimized for the original Voodoo 
card. If it really does, that would be great, 
but it sounds like the only people who 
REALLY know are those who wrote the 
games. Can you guys PLEASE clear this 
up? A lot of people are confused and are 
being misled. Personally I was planning 
on getting a Voodoo 2 card for ONE 
reason: Janes F15. BUT, since this title was 
not optimized for Voodoo 2, I'm REALLY 
CONFUSED: Will I be required to run itin 
"software only mode", OR, will Ibe able to 
run it in the accelerated mode, although 
the Voodoo 2 card won't be fully pushed? 
If I have to run in “software only mode", 
then is the Voodoo 2 card doing anything 
for the game? What should I do? Voodoo 2 
will accelerate any and all games that run 
on the hardware beyond what Voodoo 
Graphics is capable of. 


David Kees 
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Once you download the F22 patch, the game 
works, correct? If you read further into the 
article, you'll come across a sentence that reads 
"While 3Dfx has promised that there will bea 
ton of titles available at launch (either new 
games with V2 optimization or patches for 
existing titles), the fact is that it will probably 
take a while for V2 to filter into the 
development process.” So, yup, there is a 
mention in the article that to get some games 
running on V2, you will need to grab a patch 

n the net. Keep in mind, ifa game developer 
does not take 3D acceleration into mind when 
they're working on their game from the 
beginning, then they'll probably have to release 
a patch afterwards. We saw this with X-Wing 
vs Tie Fighter, Interstate '76, Lands of Lore 2 
and even Quake. Fortunately, 3D acceleration 
has become a standard feature in almost every 
game, so this should no longer be a problem. 

Anything that is written for 3D hardware 
acceleration in one form or another should work 
on Voodoo 2. Anything that uses D3D, Glide, 
OpenGL, BRender or Renderware should work 
with V2 just as it would work with the original 
Voodoo graphics. F-15, for instance, is written 
in Glide, the native API that controls your 
3Dfx chipset. When Andy Hollis and crew 
began work on F-15 almost 2 years ago, they 
were targeting the first generation of Voodoo 
technology, not the new V2 — this is a prime. 
example of the unfortunate lag time between 

# cycles and the introduction of new 
PC hardware. So, if your PC has a first-gen 
Voodoo card, F-15 will run in accelerated mode. 
If you have a Voodoo 2 card in there (or two 
cards running in SLI mode), F-15 will run 
faster, smoother and in a higher resolution. You 
won't be running in software, and there will be 
no patch for this particular game. Any title 
written in Glide should run on any 3Dfx 
chipset, be it Voodoo Graphics, Voodoo Rush or 
Voodoo 2. When we say in Voodoo Mag that a 
game has not been optimized for Voodoo 2, 
what we mean is that it may not run ina higher 
resolution or take advantage of the extra texture 
memory unit. This is a confusing subject, and 
we'll try to clear it up in the future. 


In regard to the Intel AGP illi 
1 port, willitb 
possible to run two Voodoo 2 cards in SII 


if there’ ; 
: ‘ ere : only one AGP port and it runs at 


William Hicock 


3Dfx will not be desionin an SLI 

eae, as it would feos mea oak 
AGP bridge chip (or something similar) - but it 
15 _ technically possible. Quantum3D has 
Feat that they will be creating a single 
as AGP board that will effectively act in 

. Their board is going to be very pricey, but 
may be the solution you're looking for, ‘ 


T usually havea little WWW along with 
my daily cup of java, so I've read almost 
everything I can about the Voodoo 2. And 
I must say that I'm still stumped about the 
performance difference of 8MB vs.12MB, 
There are lots of different opinions going 
around from some very respectable people 
who tend to know what they are talking 
about. I've even read differing opinions 
from different game developers. So I'm 
going to direct this question at you. Will 
the 12MB Voodoo 2 offer a performance 
boost over the 8MB Voodoo 2? And what, 
if any, are the limiting factors in this 
comparison (i.e. the 12MB will definitely 
give you a performance boost but only if 
you have a PII 333 CPU or above)? Will 
most people be CPU limited to the point 
that the 8MB board will be able to keep up 
with the 12MB board? And what about the 
Voodoo 2 boards in the long run? I've read 
that some board designs don't like being 
run on the 100+ MHz buses that we'll be 
seeing by the end of the year. Should we 
expect any problems with the Voodoo 2 
reference design running on say a450MHz 
pll with.a 100MHz bus? My Voodoo 1 has 
lasted through 3 CPU upgrades and has 
performed better-with each one. Inquiring 
minds want to know. 


Todd Smith 


A Voodoo 2 with 8MB of texture memory 
will definitely perform better than a Voodoo 2 
with 4MB of texture memory on games that 
make use of more textures and/or update them 
more frequently. Quake 2 in multiplayer mode 
definitely gets a benefit from more texture 
memory, as it is capable of keeping more 
textures cached, particularly the skins ofall the 
players. We believe that over time, content will 
make increasing use of texture memory, which 
means that over time 8MB of texture memory 
will become increasingly valuable. Voodoo 2 
works great on 100 MHz system bus 
architectures. We currently have Intel 440BX 
platforms (with their 100 Mhz system bus) 
running Voodoo 2 in both single board and SLI 
on Pentium 2s as fast as 400 MHz (gl Quake at 
over 180 fps by the way). Voodoo2 should 
provide a substantial amount of headroom for 
CPU upgrades, and continue to scale nicely 
going forward, 


I have a question in regards to the 
Voodoo 2 chipset. I have read on many 
Websites, newsgroups, etc. that several 
games that work with the original Voodoo 
Chipset will not work with the Voodoo 2 
chipset. The original Tomb Raider can be 
used as an example, as Eidos admits to 
this. Does 3dfx and/or the game 
manufactures have anything to say about 


this? I would hate to go spend $300 ona 
new card that renders some of my favorite 
games useless. Maybe you could publisha 
list of the games and the known problems 
running them with the Voodoo 2 chipset. 


Jonathan Still 


There are a few games that do not work, 
although Tomb Raider (both one and two) both 
work fine with the latest release of the Voodoo 2 
drivers. There is a complete list of games, 
updates, and support information on the 3Dfx 
web site. In most cases, the games that are 
broken are very old games, or require very 
minor patches - most of which are already 
under way. 


Will a Voodoo 2 card work using an 
Intergraph Intense 3D Voodoo card as the 
ptimary display card? 


fcrews@bellsouth.net 


Yes, the Intense 3D Voodoo Rush card works 
well with anew Voodoo 2 acting as the 3D add- 
on. You'll still be able to use your Rush-based 
card as your primary 2D accelerator and get 
the benefits of a Voodoo 2 card via the pass- 
through cable. 


Ilove your mag! Question... for those of 
us less fortunates that are not running a 
Pentium II system.... would a dual card 
configuration be worth the extra cash? I 
am running a Pentium 200 MMX with 64 
megs of SDRAM and already havea 12MB 
Voodoo 2 card on order. I was wondering 
if another card would do me any 
noticeable good, or if it would just be a 
major waste of dough. I'm looking 
forward to the next issue. 


Brian J. Joseph 


A second card would improve your 
resolution support (up to 1024x768), and 
probably allow your games to be played at 
higher resolutions without reducing the frame 
rate, but will not substantially improve your 
frame rate,s as the CPU is most likely the 
limiting factor in the frame rates of your 
current games. So, you'll be able to play your 

in sharper and higher levels of detail, but 
they probably won't run much faster. 


HEEELP!!! Three things first; 1)hello, 2) 
great mag!, 3) I wish you good luck. Now 
my problem. I just bought a new 
computer, it's a Packard Bell with a 
Pentium MMx. The cpu speed is 200, the 
cache mem is 256KB, and I have 16MB of 


Ask S0fx: 1175 chess dri 


RAM. Now, according to my spec's, I don't 
have a video card, and I have something 
called a Virge. | want to geta Voodoo card. 
Do I need a2D/3D card? If so, would you 
please give me your opinion on the best 
brands, and how much extra RAM should 
come with it. Or will they make a 2D/3D 
Voodoo 2 card? What should I do? Please 
answer me, I want to play Quake 2 and 
such. Thanks for your time and 
understanding. 


John M Anderson Jr 


You've got a 2D card already: your Virge 
chipset is your primary 2D display card. You 
should have no problems running out and 
picking up a 3D-only Voodoo Graphics or 
Voodoo 2 card. There are a bunch of different 
cards out there already, so make sure that you 
take the time to compare prices, software 
bundling and configuration before you buy 
one. The Canopus Pure3D is the best Voodoo 
Graphics card around if you're looking for. 
something relatively inexpensive. If you're 
more inclined to pick up the newer Voodoo 2 
technology, take a close look at the cards 
available from Creative Labs, Diamond 
Multimedia, and Orchid. There are more cards 
coming in the next few months as well, so make 
sure you find the right one for you. 


I have a dilemma. I currently own a 

computer with a Pentium 233 w/MMX, 
32MB EDO RAM, and a Diamond Stealth 
11 $220, and I seriously want to be able to 
play 3Dfx enhanced titles. My question is, 
since I can't upgrade my processor 
anymore (to take advantage of Voodoo 2), 
would itbe better for me to get a Voodoo 
board (like the Canopus Pure 3D LX), ora 
Voodoo 2 board? Also I don't want to get 
a Voodoo Rush-based card because lam so 
impressed with the performance of my 
Rendition V2100 chipset. 


Brandon Hill 


A Voodoo 2 will offer you several things even 
ona P233MMxX. It will offer you the absolute 
highest frame rates your computer is capable of 
delivering, improved visual quality, higher 

i memory, and 


products have lower prices - so if cost ts a major 
factor, a Voodoo Graphics product may offer 
you an le combination of price and 


SS 


DO YOU HAVE A 3Dfx RELATED TEGHNICAL QUESTION? 


ve.suite efoster city.ca.94404 mail yoodocmag com 


First off, I'd like to say that your 
magazine is the best. Ok, here's my 
question: I just pre-ordered Diamond's 
Monster 3D II Voodoo 2 12MB card, for 
my Dell Dimension XPS 333 system witha 
DVD rom. Is Diamond's card compatible 
with the DVD rom, because I looked in the 
system, and there is a cord connected to 
the previous graphics card in it (STB 
Velocity128). Should I take the cord off the 
other card and put it on Diamond's card? 


unreal1080@.com 


Nope, you don’t have to remove that cord 
than you have to pull out your STB 
board. DVD Rom drives need to connect to 
2D video cord in order for you to view the 
high quality video images. When you pick up 
your Monster II, simply add it into a free PCI 
slot in your system, connect it to your STB 
card with the pass-through cable, and you're 
ready to roll. Make sure, however, that you tell 
your 3D games to use your Voodoo 2 display 
driver, or you'll be running on your STB’s 3D 
acceleration, not your Voodoo. 


Hiiagain and thanks for publishing my 
letter in Issue 1. Your mag has exceeded all 
expectations, and looks like it’s off to a 
great start. Here's my question: Ive 
always wondered about the name 3Dfx. 
The 3D part is obvious, but does the ibe 
half mean ‘effects’, like movie special 
effects, or is there a hidden, deeper, more 
insidious meaning that has eluded the 
Voodoo faithful so far? Who came up with 
the name? 


Sam Posten 


Probably the easiest question we've received 
so far. No, there's no deep, secret meaning to the 
“fx” part of 3Dfzx, so you can stop searching for 
hidden numerological Iuminati messages. As 
you so rightly surmised, it is a reference to the 
movie industry's abbreviation for special 
effects. The name was hit upon in the early days 
by Scott Sellers and Gary Tarolli, the 
company’s founders. 


Another big thanks goes out from the 
editorial staff at Voodoo Magazine to 
Tony Tamasi, 3Dfx product marketing 
manager, for taking the time to answer 
these letters. Last issue, we mis-spetled 
the hell out of Tony's last name, and for | 
that we beg his eternal forgiveness. 
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you won "+ want to be disturbed by anything -else. 
am) 
experience bioluminescent tee forms, stalagmites and 


stalactites and other breathtaking environments. 
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gekks are lightning-fast creatures that will hunt you 
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the trap sucks nearby enemies inside and turns then 
into food cubes for player consumption. 
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Hi again, Voodoo Gurus! 


Now that Voodoo 2s rolling right along, there's no shortage of news to cover. Whether you have dual cards running in SU on a P2 (check the glossary on page 68 if that didn't make any 
sense fo you), or an "old" Monster board on a low-end Pentium, there's plenty of gaming action to keep up with. Let's jump right into it: 


eS een ae) eee 
The biggest single piece of news isin the numbers from 3DEx: as of the first week of April, 3D&x has sold 3 million Voodoo chips, including Voodoo Copii, 
Voodoo Rush and Voodoo 2. While 3Dfx hasn't given anyone a concrete breakdown of the chipsets, you've got fo figure a fairly significant portion o 
those chips belonged to the Voodoo 2 family. In little more than two months time, two vendors (Diamond and Creative] have managed to blow out a 
fremendous amount of silicon. Just wait ‘il all he other vendors roll out heir cards, Congratulations, 3Dfx! 


Obsidlan2 Rebate and Upgrade Program 







You might have seen their ads, but just who are Quantum3D, and how do they compare to other Voodoo board 
manufacturers like Diamond and Orchid? 3Dfx co-founder Ross Smith left 3D and started Q3D as a separate Voodoo 
manufacturing entity. Q3D's goal is fo supply high-end products to sofware developers and arcade units (Location 
Based Entertainment), as opposed fo Diamond, who supplies mass-produced consumer cards. Quantum3D supplies 
the hardware for the Quake arcade units you may have seen. Now Quantum3D has entered the consumer market with 
their Voodoo 2 cards. Ifyou are an extreme gamer, check out the "X" series from Quantum3D. Like Q3D's 100 series, 
these bad boys pack the power of 2 cards on one PCI slot, freeing up a valuable PCI slot and avoiding the intemal ribbon 
cable, A few lucky Voodoo addicts are getting a $100 discount on their top-of-the-line 24MB "X-24," since Q3D had 
the wrong price up on their website for a short time and quick hard-core gamers ordered one of these 24MB muthas at 
the bargain price. Q3D spotted the error and corrected it, but will be honoring the price for those that got in on the deal, 
Even at its corrected price, the X-24 should be the card for the true extremist gamer, AND you can trade in any Voodoo 
Graphics card for credit towards an Obsidian. For more info, head to hiip://www.quantum3d.com 





‘Trade In your existing 3D graphics card for a rebato on Obsidlan2 


Obsidlan2 S-Series and X-Serles 


Voodoo? bazed 3D graphics cards for extreme gaming 





Obsidlan2 200SB-8440 Product Information 
Voodoo? based 30 graphics cards for professional applications 
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Canopus became famous with their Voodoo Graphics Pure3D by offering alittle something extra — two more megs of 
texture RAM and excellent TV-out capabilities. Now Canopus has announced their own Voodoo 2 card, imaginatively 
called the Pure3D II. This time, in addition to giving us alitle something extra in terms of hardware, they're offering extra 
sofiware as well. The card itself is a 12MB model with TV-out, which Canopus adds a cooling fan to keep it from 
overheating (unnecessary, but still kinda neat). On the software side, they pack in some interesting utilities called "Quick 
Control" and "Application Launcher." Quick Control will give you on-the-fly gamma correction for your computer monitor 
and brighiness of the TV screen, all via the keyboard. Application Launcher will set up presets for individual games to 
switch screen resolution, color depth, gamma and refresh rate on the monitor, plus brightness, contrast and flicker 
reduction for the TV. Voodoo Magazine is looking forward to getting our grubby mitts on one of these babies to see how 
they stack up against the other Voodoo 2 cards! You can find Canopus on the web at hiip://www.canopuscorp.com 
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Spanning the globe for the latent 3Dixk newa. 


So you don't have a Voodoo 2 card yet and are worried your favorite game won't work? Maybe you just got your Voodoo 2 card and you're 
wondering how to get your favorite game to work with it? You need fo check out Moody's Voodoo 2 game FAQ for all the answers. larry Moody 
offen updates this Frequently Asked Question info sheet which can be found on many of the Voodoo fan websites. It's a great source for those 
interested in the next generation Voodoo action, so be sure to keep an eye out for it, usually first at Voodoo Extreme (hifp://wwaw.ve3d.net/). 


Have you checked out Mango Grits! Barrage yet? The demo for this 3Dfx-only blastathon rocked, and now Mango Grits extends the demo into 
two playable levels. For a small price, you can purchase a key that unlocks the prairie and canyon levels, and if you dig these levels your money 
goes towards the finished game. Flying through the canyon made this jaded iron-stomached gamer almost loose his lunch! And the boss at the 
end of the prairie level is a real brute. Best ofall, the game is completely customizable, from the control down fo the detail levels. IF you like addictive 
gameplay, or just like blowing things up, the unlocked version of Barrage is very impressive, and can put your new Voodoo 2 card o the fest (and 
plays great on older Voodoo Graphics foo). Check it out at: hifp://vwww.mangogrits.com 
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Another impressive demo is Ubi Soft's upcoming motorcycle speed-fest, Redline Racer. There is a short interview with the producer of ine game on page 41 
of this very issue, but fo find out for yourself, head out fo any of the groovy download sites (like Operation 3Dfx, for example, athiip://veww.op3dix com), 
and load this baby onto your system. Racing fans are bound fo love the smooth graphics and eye-watering speed. 










While surfing around, | recommend checking into the following Voodoo Review approved websites: 







Wonder justhow many other Voodoo fans are out there? Take a look at the roster at the 3Dfx Brotherhood site! This is a Voodoo community 
site that aims to unify the voices of all 3Dfx supporters to let their feelings and opinions be known. Dave Ceremuga, Joshua Krane, Nick 
Cox and company create a family feeling ata site that's personal and purposeful. Become a part of the Brotherhood at 
http://vnww.3dbx-brotherhood.com/ 











VUP (or Voodoo: Unlimited Power) is one of the newer Voodoo-related websites, but they seem fo be doing the right thing. This is a good 
source for News, Benchmarks, Reviews, etc. Some sections of the site are a little barren at the moment and the spelling could use some work, 
butthe young webmasters are off fo a great start with a URI that could flourish into.a fop-naich site: 


hiip://vww.vup3d.com 








Got Frag? 





Voodoo Info is an impressive looking site with all the stuffyou would want froma Voodeo-fan use Check out the Drivers page, links to 


all of the latest Voodoo drivers from each manufacturer on one page. hifp://Www.voodooinfo.com) 
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Although nota 3Dfx-only site, The GameChicken (don't laugh, I like the name!) is a strong supporter of Voodeo and The Voodoo Review, 
so they aren't laying an egg in my book. Jed and crew cover all aspects of gaming, including their very own Quake 2 server. Drop on 
by the site fo see what everyone is clucking about: 


hlip://www.gamechicken.com/ 















That does it for this issue's Voodoo Review. Remember that you can subscribe to the e-mail edition of The Voodoo Review. Just write me at DaveWhittle@msn.com 
and say "subscribe" andl putyou on the free mailing list. If you have any comments or items fo pass along for publication in The Voodoo Review, please send it in! Until nextfeme 


-Dave 
WooPoo - 15 
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When it first began releasing games in 1989, Square Soft Inc. catered 
to the RPG market, a niche market that was rabidly dedicated to 
Square's games. Last September, Square Soft's popularity finally 
broke into the mainstream with the release of Final Fantasy VII on 
the PlayStation, one of the PlayStation's few games to sell more than 
one million copies in the U.S, As one might expect, the popularity of 
Square and the Japanese RPG genre has §rown exponentially as of 
em) ate, prompting the release of Final Fantasy VII on the PC and the 
= opening of three separate Square offices in the US. 

b— A Direct3D port of the PlayStation game, Final Fantasy VII for the 
— PC sports more colors, faster frame rates and higher resolutions on 
=a 
Re 
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computers equipped with Voodoo cards and other 3D accelerators. 
Despite its relative age, Final Fantasy VII remains one of the 
PlayStation's best-looking games and, needless to say, looks much 
better on a Voodoo-accelerated PC. In fact, Square Soft hired a special 
artist to touch up the game’s graphics to better take advantage of the 
3D accelerator’s better resolution and features. 
For the uninitiated, Final Fantasy VII is an epic tale about the 
exploits of the rebel group Avalanche against the evil mega- 
corporation, Shinra. Using a strange technology, Shinra is sucking up 
Mako energy, the world’s life force, and using it to power the world’s 
homes and their own evil schemes. In addition to Shinra's execs 
players will have to deal with the nefarious Sephiroth, an elite Sh inva 
soldier gone AWOL, and Jenova, a mysterious, genetically-engineered 
entity. As the story twists and turns, players will control nine 
characters, each almost infinitely customizable with magic- 
endowing “Materia.” Materia will also allow players to give their 
characters entirely new abilities, as well as cast the visually 
spectacular Summon Spells. In addition to the turn-based role- 
playing combat, players will also play a number of action-oriented 
“mini-games,” such as a motorcycle escape and an attack submarine 
simulation. Addictive and compelling, even experienced players can 
expect to put over 50 hours of play into Final Fantasy VI. 
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We recently had a chance to speak with Randy 
Fujimoto at Square Soft Inc., one of the two 
heads of the company’s PC development, 
localization and quality assurance groups. 
Before taking his position at Square Soft Inc., 
Randy worked at Virgin Interactive for a 
number of years. 


Voodoo: There's a lot of confusion surrounding the 
functions of Square's three U.S. branches. Care to 
elaborate? 








=RANDY Fujimoto 
Head of Square's PC 


RF: The three offices are in Hawaii, Marina Del Ray and Costa Mesa, 
where | work. Our joint venture with Electronic Arts, Square Electronic 
Arts LLC, will also be based in Costa Mesa. Square Soft Inc., where | work, 
opened up in August of 1996. It'd been located in Redmond, Washington 
since 1989. Everyone there went to Big Rain (a new dev. company 
consisting mostly of ex-Square employees. —ed.), so we pretty much 
started from scratch down here, under the same name. Square Electronic 
Arts LLC is also located in this building, but they're a separate company. 
Those were the people that were on our marketing, sales and 
administration side, and they just moved over there. Finally, there's 
Square USA, which has two studios, one in Honolulu and the other in 
Marina Del Ray. It's kind of funny, since everyone calls us Square USA, 
or Square Soft USA, or some other variation. We're Square Soft Inc. 


Voodoo: Will Square Electronic Arts LLC release every game made by EA, 
or do they have the right to refusal? 


RF: They won't release everything, just like Square Soft did before. Square 
Soft Inc. will evaluate a title and then Square Electronic Arts LLC will see 
if it's feasible to release in the U.S. 


Voodoo: What if Square Soft Inc. gives the game a thumbs up and the 
marketing folks say no, could someone else bid on the game? 


RF: Probably not. The joint venture will likely publish everything Square 
releases over here. 


Voodoo: How has Eidos and Sony reacted to the EA announcement? 


RF: They've been great since day one. Eidos took it very well and very 
professionally. They signed up for Final Fantasy VIl andV and any project 
after that would require further negotiation. | haven't talked to anyone at 
Sony, but I'd imagine they're not too happy. 


Voodoo: Why was Eidos picked in the first place? 
RF: Mainly because of their commitment towards our products. Like us, 


they value high-quality products. Their philosophy is to focus on the 
developer, and the developer has a good voice in pretty much everything 
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from marketing to talking to the press. They're trying to become a well- 
rounded publisher with titles in every genre. These days, to do well you 
pretty much need to put all of your effort into a few Top 10 titles, and 
Eidos and Square pretty much have that same philosophy. 


Voodoo: What exactly does Square USA do? Is it just graphics R&D, or 
are designers "imported" from Japan to do actual game work there? 


RF: Square USA is a development company, focused mainly on 
PlayStation development for the Japanese market. They're actually a part 
of Tokyo's development branch. They bring designers over to work with 
the U.S. team. Things take a little longer, though, due to the 
communication lag between the various locations. 


Voodoo: So what does Square Soft Inc. do, exactly? 


RF: Square Soft Inc. is different — our focus is on the American market. 
The European market too, I guess, but mostly the American market. 


Voodoo: Does Square Soft Inc. have any plans for original content? 


RF: Hopefully we will in the future, but there's nothing planned as of right 
now. Our first goal here was to introduce Square, as a whole, to the PC 
market. We're the only company that's focusing on PC development right 
now. We decided the best way to break in would be to put our best title, 
our best brand name out there first — Final Fantasy VII. We'd launch our 
PC line that way and see how that did. Maybe in the future we'll do some 
more ports or hopefully somewhere down the line we'll get to do our 
own original PC stuff. 


Voodoo: You mentioned a PC port of Final Fantasy V. How long has that 
been in development and when will it be released? 


RF: That's going on concurrently. We gave the rights to Final Fantasy VII 
andV to Eidos, and | think it’s supposed to release a few months after VII. 
1 don't really know how they're going to market it, since they're such 
different games. It's mainly for our core fans, as V was never released here 
— we get tons of letters from people telling us "You have to release V!" 


Voodoo: Is this the first PC product Square has produced, either in Japan 
or the U.S.2 


RF: Actually, Square's first products back in the 80s were for the NEC 
PC98 machines. When the NES took off in the mid-to-late 80s, the Square 


ey, brand became famous with the first Final Fantasy game. 


Voodoo: With Square Soft Inc. being the only branch looking at the PC 
market, are any of the other branches developing with the PC in mind? 


RF: Hopefully they are. The PC’s networking aspect is such a big feature. 
Remember how Secret of Mana allowed three people to sit around the 
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same TV and play different 
characters? The director for the 
Mana series was over here and is 
very interested in making a PC 
version to doa similar thing over the JJ 
Internet. So, we've got the interest. 
If we do well in the market with 
Final Fantasy VII, | think the others 
will start paying attention to the PC 


SAY hello to team Square 
Costa Mesa- 


Voodoo: Final Fantasy VIl is Direct3D only. Will there be a Glide port? 


RF: We've been working very closely with the guys at 3Dfx. We were 
thinking about doing a Glide port, but! think the D3D version runs pretty 
well with any Voodoo card. A Glide patch might be possible in the future, 
but I'm honestly not sure if it'd be worth the time and effort. Our strategy 
with all of the 3D companies is, if they want to optimize over our D3D 
version that we'd let them do it. A lot of companies have taken us up on 
that. 


Voodoo: The PC isn't much of a gaming platform in Japan. Will Final 
Fantasy VII release there? 


RF: No, it won't, Itwas shown at the Tokyo Game Show and was received 
well there. We had the top guys from Namco and Capcom come by and 
give us some good praise on it. 


Voodoo: This is a little early, | guess, but are there any plans for Final 
Fantasy VIII on the PC? 


RF: Probably, but we're focused on VII right now. We're going to finish 
VII, see how it does and then go to headquarters and talk about what 
we're going to do next. | think it's the logical next project. 


Voodoo: Final Fantasy Vil's code was very PlayStation specific, which is 
why it took so long to port to the PC. Will future games have code that's 
more portable to help you guys out, so that you can maybe get near- 
simultaneous releases on multiple platforms? 


RF: Probably not. Square's whole philosophy is to optimize for one 
platform and one platform only. Making portable code isn't really in our 
developers’ mentality. The plus side for us, though, is that if they do know 
we're doing a PC version they'll organize things better than they have this 
project. One of the obstacles we had to overcome was finding all of the 
most current versions of the code. Once we gotall of that together we did 
pretty well, but finding all of the latest files was tough. We had 120 
people working on the PlayStation version so files were all over the place. 


Voodoo: Is Square still tied exclusively to PlayStation for console titles? 
RF: Yes, for the near-term at least. We might decide to switch over if, asa 
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company, that's better for us, just like we 
did when we moved away from Nintendo. 
We probably won't start developing for 
multiple platforms, because we still want to 
optimize for one platform and make that 
platform a success. It could be better for us, 
marketing-wise to work on multiple }- 
platforms, but our developers work with 
the mentality of making the games the 
highest quality titles on the platform for that 
time. You trade off some of that quality for 
marketing, and Square really wants to keep 
us to keep that mentality. Looking back on [ 
it, | think a lot of the PlayStation's success 
in Japan Is attributable to us and our titles. 


Voodoo: What do you think about the 
demographic difference facing Final 
Fantasy VII on the PC? The PC and console 
markets are very different, as are the 
American and Japanese markets. 


RF: Age-wise, | think Final Fantasy VII is 
more suited to the PC audience than your 
typical console game, even with the 
PlayStation. | think the older you get the 
less you like the twitch games, and because 
the Final Fantasy games are so involved and J} 
so centered on story | think we hit the 25- | 
40 demographic more than on the console 
side. Gender-wise, | think female players 
are more apt to play a Final Fantasy-type 
game than something like Quake. | think 
it's a good time and a good mesh for the PC | 
market. We're hoping to introduce this as a 
whole new genre in the PC market. We 
have some decent RPGs on the PC, but 
most of them are for computer/techie types 
— lots of numbers and not so much 
focused on the stories and the characters. 
We have that complexity and it's in there if 
you really want to get that deep, but the real 
focus is on the characters. | think that's why 

a lot of women players will be attracted to 
it. The success of Diablo last year showed 
us that the PC gamer is still infatuated with good RPGs and searching for 
something different from the typical RPG of the past. 

As for the American vs. Japanese thing, given that we've sold over a 
million copies on the PlayStation, and it has such great graphics, we're 
not really worried about that. Anime's also sort of taken off over the last 
few years too, so | think Japanese culture's much more accepted now 
than before. 


Voodoo: Do you see any convergence going on between the PC and 
console markets? 


RF: Yeah, | guess so. We're always hearing about a modem being put into 
the Katana, and connectivity in the next Nintendo machine and the 
PlayStation 2. | think in the future we'll have a choice as to whether we 
play on the couch or at the desk. | think that'll be the major difference: 


Voodoo: What kind of changes were made to the PC version of FVII? 


RF: There weren't too many changes. The gameplay's identical. The only 
real change is in the graphics and that you'll get more save game slots. 
ine are a lot of other small little changes. We modified the text a little 
it, ve We wanted to fix the spelling mistakes and the grammar. We 
oned down the swearing a little, too. Other than that, the text is the same: 


! won't say the text is perfect 
— there's 5 ave 
missed a few mistakes, Omuch text ae 
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| | think the main message, and the most important 
one, of Need for Speed 3 is that this is not just a con- 
version of the PlayStation game, but the game taken 
toa whole new level” states Mark Madland, producer on 
the NFS 3 project. “The PC version of the game has been 
developed separately. There are some similar tracks and 
there will be some similar cars, but that’s just to main- 
tain continuity with the series.” The Need For Speed 3 
team has taken some of the PlayStation assets (such as 
tracks and art), touched ‘em up for the benefit of 3D 
acceleration, and written entirely new code in order 
to inject some fresh new features into the game. 
After hearing the complaints of gamers from NFS 
I SE, the team decided to bring back the dashboard 
view. But (and here’s where all you Voodoo 2 own- 
ers get happy), dashboards will only come up for 
people with an accelerator card with enough mem- 
oly. 
és NFS 3, like SE, is being written in both Glide 
and D3D, so you can be sure that the game will take 
full advantage of your 3Dfx hardware. With 16-bit 
colors and resolution support up to 1024X768, 
even those SLI-configured 12MB cards are 
going to get a work out. Mark says that 
the team is currently evaluating the 
Voodoo 2 hardware to see if they 
can integrate any of the other 
special features into the game, 
such as tri-linear filtering and == 
MIP-mapping. Mark promis- faaeay 


es that whatever features =f 

5 es =| 
don’t make the shipping ver- fj Gr 
sion of NFS 3 will most likely 


appear in the next game. 
The team has also taken a 
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cue from other top racing games, like Moto Racer and 
Pod. “We're greatly expanding our internet presence with 
the new game, the very least of which will be the ability 
for players to download new cars from our web site after 
the game has been released. We understand the sense 
of community and involvement that this move invokes 
in players. It’s also a great opportunity for adding brand 
new cars that might come together 
after the game has been 
released. If a great new car 
appears on the scene after the 
game ships, players now 
won't have to wait another 
year for the next game.” 
Mark was coy in regards 
to which cars were being 
licensed to appear in the new 
game. He does say that, at this 
point in time, it does look there 
will be at least 16 different cars 
(including the later downloadable 
ones), with the licensed hot rods from the 
PlayStation version being almost a sure thing. 
One of the coolest aspect of the console NFS 3 was 
the Pursuit Mode. Not 
only were you racing 
against other players, but 
you had the cops chasing 
you as well. The more 
you blow off the cops, 
the more aggressive they 
become, ramming into 
you, laying down tack 
strips, and eventually 
sending out a super car 


lashback fever continues over at Hasbro Interactive, Seems 
Fi their version of Frogger, despite getting dumped on by 

short-sighted game reviewers, has managed to sell ina big 
way. Last time we checked in with them, Hasbro reported that 

over 900,000 copies of the little green machine had hopped 
(sorry) out into retail in both PlayStation and PC formats. That's 
a heck of a big hit for the toy company’s new interactive 
division, so it’s understandable that they'd want to keep those 
dollars rollin’ in. History has taught the video game industry 
that if the public likes one game, then they'll love a thousand 
more just like it. Enter the Atari license. Ka-Ching! 
In March, Hasbro tossed a big pile of cash at the JTS 

Corporation, the disk-drive manufacturer that bought up 

the sorry remnants of Atari after the Trameil Family crashed 

and burned the once-great video game company with the 

Jaguar debacle. According to their press release, Hasbro 

has now picked up “copyrights, trademarks, patents and 

other intellectual property assets of the Atari Division of 

JTS Corporation, giving Hasbro Interactive rights to some 

of the greatest video games and play patterns ever created 
for multimedia entertainment.” Prepare for an 
onslaught of resurrected classic games 
like Missile Command, Pong, 
Breakout, Tempest — and the 
almighty Centipede. 
You can still run across 
Centipede arcade games to this 
day, tucked away in the back of 
an arcade, or a small bar or 
restaurant. These games still make 

their owners a few hundred bucks 

in quarters every month, ‘cause just 

about anyone can and will play the 

game. And that’s what Hasbro’s banking 

on with this new release. Much like Frogger, 

Centipede has been dragged into the Nineties with 

a graphical overhaul, but the core elements of the game 

remain the same. 

Centipede begins just 
like the original. At first, 
your mission is to wipe out 
the invading hordes of bugs 
as they tromp their way 
down towards you, but the 
perspective has been given 
a bit of a 3D treatment. As 
the game proceeds, the 
familiar slowly gives way to 
a more modern third- 
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rivers. You'll have to defend villages from the incoming insect 
onslaught, rescue stranded townsfolk and cut down on the 
advancing mushroom forest. There are seven different worlds 
to work your way through, with a number of enemies both old 
and new, four different camera views to play with and a 
number of supported control interfaces, from mouse to 
keyboard to joystick. 
Hasbro Interactive has designed the new Centipede 
to slowly shift from the old-school style of 
gameplay to the new 3D mechanic in a 
gradual transition so fans of the original 
have a chance to adapt themselves. 
Hasbro is counting on the same 
people who bought Frogger to go 
for Centipede, and they don’t 
want to alienate anyone who 
hasn't played a video game 
since Centipede was first in the 
arcades. If you really want to 
relive the glory days, make sure 
you invest in a Logitech trackball. 


torun you down. “The entire Pursuit Mode hasbeen added | 
to NFS 3, providing exceptional gameplay that didn’texistin 
the last game. A natural extension of this would be the ability 


to play as a cop in multi-player Pursuit, but we're not making | 
any promises at this point.” 4 
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person perspective, and suddenly you're piloting your ship 
through a 3D environment, and the mission becomes more than 

a simple bug hunt. 
Now, you can move in any direction, and zip through 
different environments such as forests and canyons, streams and 
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s long as we're discussing retro-mania, let’s turn our 
Ais to Activision. The gaming powerhouse has 
recently done some Atari-licensing of their own. In 
March, the company launched Battlezone into the PC 
fray, proving that updates to classic titles don’t have to 
suck. Battlezone is a completely rockin’ game (see full 
review this issue), so we've got our fingers crossed for 
the next Activision title to be salvaged from Atari’s time 
capsule, Asteroids. ebo 
Here’s the line directly from Activision's press 
release: “The new Asteroids will recapture the non- 
stop dodging and firing of the original, but will take the 
classic game to an all-new level, with vivid 3D graph- 
ics, expansive playing areas, increasingly difficult 
space hazards, CD-quality sound and multiple 
modes of play.” Asteroids is being developed for 
Activision by Quickdraw Developments, a UK soft- 
ware house with a history of 16 and 32-bit game 
development. 
At this point in time, there’s not much for us to 
give you, other than these tantalizing screen shots. 
Activision just barely lifted the curtain at E3 to give 
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the Voodoo offices since Activision just kindly sent us the 

special Voodoo 2-enhanced version of the game. Now 
that the graphics have been greatly improved (and all the bugs 
worked out), its become a great game. Activision is currently 
prepping the sequel, imaginatively titled Heavy Gear 2. 

Piloting some of the most elite mechanized units ever cre- 
ated, players can send complex commands to squad mates, use 
diversionary tactics to ambush enemies, and travel across diverse 
environments such as swamps, arctic zones, volcanic areas and 

urban base sites, as they fight sophisticated enemies that will adapt 
to squad tactics and lay down cover fire to protect each other. 
As the leader of a special operations strike force invading a 
neighboring planet, players will land behind enemy lines and 
embark on a series of missions to reconnoiter, destroy, sabotage and 
mislead enemy forces, 
Battlefields include more vehicles 
and structures, indoor fighting 
and realistic weather effects. 
Heavy Gear 2 is built on an 
entirely new engine that 
Activision has developed that 
should take full advantage of 3D 
acceleration. In fact, HG2 is one 
of the growing ranks of hardware 


eavy Gear has seen a bit of a resurgence in play around 
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us a glance at the game as a work in progress, but that 
look was enough to guarantee it a spot in the “I Want 
This Now!” category here 

in the Voodoo offices. 


PUBLISHER: ACTIVISION DEVELOPER: ACTIVISION 


only games, with no software support included, as more and more 
publishers and developers come to realize that their games look and 
play better with a Voodoo card. The new engine is called the Dark Side, 
and offers improved graphics, textures and sound, as well as greater arti- 


ficial intelligence capabilities. The Dark Side will be used in several upcom- 
ing Activision titles, including Heavy Gear 2 and Interstate ‘82, 
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uit playing with all those mods, the first official Quake 2 mission 
pack, The Reckoning, is almost upon us. For those of you who 
have been twiddling your thumbs since defeating the Stroggoth 

the f'$t time around, you now have reason to live again. 
The Reckoning casts you as a member of an elite commando force 
that has to sneak into an alien city to locate and destroy a secret moon- 
base (if its so secret, how do you know it’s there’). You'll be dragged 
through three episodes (15 levels all together) that will have you 
checking out industrial landscapes, slopping through waterways and 
tunnels, finding your way through canyons and ultimately hopping 

aboard a spaceship for a ride to the aforementioned moonbase, 

What's an add-on pack without new toys for you to play with? 
The Phalanx Particle Cannon emits two “quantum accelerated 
magnesium slugs,” the Trap sucks up enemies and turns them into 
Marine-chow to restore your health, and the lon Ripper shoots 
glowing “energy boomerangs” which will bounce off walls and 
track targets. Now that you've got those new toys, how ‘boutsome 
targets? New monsters include the Gekks, fast critters that tend to 
jump out of the shadows to eat your head, and Repair Bots, which 

will float around and resurrect un-gibbed corpses. 
On the multiplayer side, The Reckoning will support four- 
player cooperative mode for those rare occasions when you and 


ithso many people using the Quake 2 engine, its real- 
W: hard to do something really different. Sure, games 
like Syn and Half-Life are building out from the base 
technology, but the end result will be two first-person shooters 
that will end up being judged by their details (hence the inevitable 
delay of both products; it would seem that both Valve and Ritual 
are waiting for the other company to blink first). For Heretic Il, the 
latest entry into the Heretic/Hexen universe, Raven Software has 
opted to turn the Q2 engine to the third-person. 

Although Heretic and Hexen share the same overall universe, 
the storylines not only take place on different planets, butthe events 
of the games are separated by a thousand years. Heretic 2 picks up 
the tale of Corvus, the hero who defeated D' Sparil the Serpent Rider 

in the first game. After his victory, Corvus has returned to his home 
to find his people stricken with a plague. Now Corvus must journey 
across the continent, searching for a 
cure for this magical virus. 
Activision was kind enough to 
send us an extremely early preview 
of the game that served as little more 
thana technology demo. Butwhata 
technology itis. Raven has taken the 
Quake engine and put it to amazing 
use, The world is running in high res- 
olution; all the textures are crisp and 
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your friends can all getalong. Xatrix has also prepared a number of new 32- 
player deathmatch levels for those inclined to put a bullet into their fellow 
man. 
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sharp, with very little of 

the blurry MIP-mapping 

effect that crops up in so 

many accelerated games. 

Corvus is an amazingly 

detailed and well animat- 

ed character, even at this 

point in time, with a realis- 

ticswim animation and an 

excellent range of other Saline 

movernents and abilities. JF 

Lighting effects are [= 

awesome, to say the least. 

Corvus has six spells at this point, from the fireball to the ring of repulsion, 

which produce colortul, dynamic flashes. Environmental lighting is all 

dynamic, so Corvus is effected by light sources in the area. 

Expecting nothing more than yet another sequel running on the Quake 

2 engine, the entire Voodoo staff were 
floored by Heretic 2, even in its current 
state. Raven has demonstrated that id 
Software's pride and joy has more wheels 
than anyone would have thought. You can 
count on a full blow-out on Heretic 2 in the 
next issue of Voodoo. 
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T Interactive is no slouch when it comes to pub- 
( ; lishing 3D accelerated PC games. The New York- 
based tiberpublisher visited the Left Coast right 
before E3 to show off a ton of their latest projects. GT is 
not afraid to dabble in a multitude of genres, as you can 
see from this diverse line-up. 
First thing we got a peak at was Trans Am Racing 
‘68-72. Based on the popular late ‘60’s-early ‘70's 
muscle car circuit, Trans Am lets you take the wheel as 
one of the 30 teams racing 13 different American cars, 
including Mustangs, Cougars, Barracudas, Camaros 
and Firebirds. The cars are around 400 polygons 
each, but look amazing, and are built on a vertex 
mesh system which allows for real-time deformation 
to take place on the model as the car takes damage. 
There are customization features up the ying-yang, 
so you can upgrade the brakes, monkey with the 
suspension and switch the tires ifneed be. Trans Am 
is being done by EAl, a software simulation com- 
pany with a history of developing accurate 3D 
models. 
Dark Vengeance, from Reality Bytes, is a 
spiffy third-person action game with a bit of 
a fantasy/RPG flair to it. The characters 
are much larger than you'd expectin 
a game like this, taking up a large 
portion of the screen. There’s a 
lot of magical combat in this 
game, as the ghost-like ene- 
mies swoop up and fire 
blasts of magic at you. You 
can counter with magical 
spells of your own, or go up 
close and personal with a 
number of weapons. Dark 
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different specialties. The multi-tiered Al lets you issue 
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Vengeance promises lots of weapons, spells and magical 
items to help your quest through the huge levels. There 
were some very nice visual effects, such as the blast of 
the mage’s fireball spell and the two-dimensional 
stained glass knights that come to life and fight you 
(anyone remember Young Sherlock Holmes?). 
Next up was a fresh look at Emergent's Powerslide. 
The Aussie racer has come quite a 
ways since we showed it to you 
] last issue. The cars have been 
pepped up to resemble futur- 
istic dune buggies, and the 
two levels we saw reflected 
the off-road philosophy of 
the game. One of the levels 
started as a closed track, but 
after the third lap, a door 
opened in the side of the arena 
and the race moved into the 
desert, showing that this is not going 
to be your ordinary racer. Emergent’s 
Difference Engine is capable of throwing 
out 300,000 polys per second at a constant 60 
frames per second — and that's on a first generation 
Voodoo card! 
We were also given a disappointingly short 
glimpse of Rebel Moon Revolution, the third title from 
developers Fenris Wolf. RMR looks to follow the path 
set by Special Ops (reviewed last issue), but greatly 
expands upon the idea of small team combat. In RMR, 
you can command a four man fireteam, chosen from six 


orders to your men without having to control each one 

of them at all times. As well as supporting 3D accelera- 
tion, RMR also sports a high-tech two way communica- 
tion and recognition system so you can actually issue 
spoken orders to your units through a microphone. We 
bring you more on Rebel Moon Revolution, and all the GT 
titles, in our September issue, 
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ack in April, Sierra had an open house in San 
B Francisco for their new SF-based Sierra Studios, 
showcasing their latest and greatest. Sierra Studios 
will be handled as a brand division of Sierra On-Line, 
which brings together the development resources of 
some big names in the interactive entertainment field 
with up and coming new developers. They currently 
have two 3D engines under development, which will 
be used in everything from Red Baron II to Starsiege, 
as well as the titles previewed below. The studio's mis- 
sion is to “bring to market computer game entertain- 
ment software that reflects a commitment to 
established game brands, quality gameplay and rep- 
resents a move to bring new and innovative experi- 
ences to gamers.” Whew, they've got quite a job cut 
out for them, but if the initial line-up of software is 
any indication of where they‘re headed, Voodoo is 
ready to come along for the ride. 

First up was a brand-new title that proved to be 
as eye-catching as it was surprising. Homeworld, 
from Canadian-based Relic Entertainment, 
manages to combine aspects of 
space combat, strategy and 
action, all in one gorgeous 
package. The game delivers 
cinematic graphics, stun- 
ning special effects, detailed 
rendered ships and an inno- 
vative interface for an excit- 
ing and playable game. With 
an extraordinary 3D engine, 
rich storyline, customizable fleet 
colors and infinite camera angles, 
Homeworld may prove to be a strong 
contender in the space-shooter category 

this Fall. 

Screw the X-Files, we know that the real para- 
normal investigations take place in the Gabriel 
Knight series. The previ- 
ous games were out- 
standing in their genres 
ma (the graphic adventure 
of the first and the FMV 
of the second), and it 
looks like Mr. Knight is 
ready for his next genre, 
a real-time 3D environ- 
=| ment that offers players 
— an unprecedented level 


of exploration and control, while maintaining strong nar- 
rative and adventure elements. Blood of the Sacred, Blood 
of the Damned is the title of the latest outing, taking place 
in a small village in Europe where a deposed royal has 
asked Gabriel to unravel the bizarre, supernatural events 
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plaguing his family. Current political situations become 
entangled with ancient secrets in the new game. 
Roberta Williams returns to her long-running King’s 
Quest series with Mask of Eternity. The traditional ani- 
mated look of past games is gone, replaced by a com- 
pletely 3D world. In Mask of Eternity, a magical storm 
has overtaken the Kingdom of Daventry, turning its 
inhabitants to stone. Young Connor Mac Lyrr, the 
player's character, is the only person left 
untouched, and it falls to him to break 
the magical spell by recovering the 
five scattered pieces of the magical 
artifact, the Mask of Eternity. You 
can play MOE in either first- 
person or third-person per- 
spective as you explore 
seven different lands, meet- 
ing over 70 different charac- 
ters, learning new spells and 
abilities. 
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where an aging (but still “The Man”) Sean Connery es 
James Bond plays the nefarious bad guy ina simulate 
video game? Ya know, the one where they grabbed the 
handles on the table and fired nuclear missiles at each other? 
Well, that scene was the inspiration for Global Domination 
— except for the electric zap that Bond got whenever he 
missed. Maybe Microsoft will include that feature in their 
next controller. 
Anyway, Global Domination may end up being the 
perfect game for those days when you're just pissed at the 
world and wish everyone would just die. Your German 
car break down? Lob a few chemical bombs into Berlin. 
Heard that same crappy Oasis song on the radio for the 
millionth time? Zap Liverpool from space with a satellite. 
And just go ahead and nuke France for the fun of it, the 
cheese-eating surrender monkeys. What's the point of 
spending billions or dollars and millions of man-hours 
in researching weapons of mass destruction if you can’t 
occasionally light a few off on the other side of the 
globe to see what sort of glow they'll produce? If we 
had our fingers on the button, there’d be a few 
choice targets we'd select just for the heck of it. 
Well, bummer, Global Domination 
expects you to bomb the heck out of 
other countries in a responsible 
manner, so don’t expect to be 
flinging nuclear arms about all 
willy-nilly. In the game, you take 
the role of a newly trained 
recruit working for ULTRA 
(Universal Tactical Response 
Agency), a top secret govern- 
ment agency in the 21st Century 
that protects the world from the 


Re that cool scene in Never Say Never Again, 
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forces of evil by blowing the offending countries into the 
Stone Age. You command the forces of ULTRA from your 
global display, dispatching missiles, spy satellites and jet 
fighters to different hot spots across the world. 
Psygnosis describes GloDom (as they call it) as a 
combination of 3D strategy, war gaming and arcade shoot- 
‘em-up all in one. You use your mouse to spin the globe 
around, pin-pointing various nations for 
attack or defense, The key is to 
wipe out the opposing side (or 
sides as the case may be) 
without causing too much 
damage. Acting aggressively _ 
may cause other nations to 
take up arms against you, for 
instance, or the fallout from one 
of your nuclear bombs might 
blow into another territory, 
causing them to get kinda peeved 
and fire a few missiles back at you. 
Global Domination doesn’t skimp on 
the weaponry. At your disposal are battle ships, 
stealth subs, Star Wars satellites, bombers, jet 
fighters, fuel/air explosives, Firestorm warheads, electronic 
missile jammers, “reverser” missiles, and the inevitable 
nuclear bomb. 
20 single player missions take you from a very humble 
beginning with just a few countries under your command 


to the ultimate goal of supreme (benevolent, of course) 
world domination. Of 


course, a game like this is 
just begging for multiplayer, 
So it comes as no surprise 
that up to four players can 
duke it out for world 
supremacy, 


















etus fondly recall the ancient days of yore, when computer 
games were written, designed, produced, programmed, 
packaged, marketed and sold by a single person, the original 
Sentinel was one of those games, Created by Geoff Crammond 
(also responsible for UK computer hits like Stunt Car Racer for 
the Amiga and the recent Grand Prix and Grand Prix 2), 
Sentinel was ported to just about every computer platform in 
existence in 1985: the BBC Micro, CBM64, Sinclair 
Spectrum, Atari ST, Amiga and even the lowly PC. Sentinel 
quickly gained a cult-like following of players who were 
utterly brain-washed by the seemingly simple game's 
puzzling gameplay, which stretched over an amazingly 
huge number of levels. 

We'te going to describe the gameplay to you, but it’s 
not really going to help you understand the relentlessness 
of the game. The idea is to gain control of the level by 
sucking up “trees,” which provide the energy to build 
boulders to boost you up, and stationary robots which you 
can transfer your consciousness to. Uh huh, really. The 
Object is to suck up enough juice to eventually reach the 

level of the Sentinel, an all-seeing object that 
lurks at the highest point of the level. 

As you desperately suck up 
trees and chuck out boulders, the 
Sentinel is looking for you, and 
will begin stealing your energy 
once it locks on to your 
position. You've got to stay out 
of the Sentinel’s sight, reach its 
level, and absorb it before your 
energy is depleted. Oh, yeah, did 
we mention that there are 600 levels 
to Sentinel? The more energy you 
absorb per level, the more levels you'll 

skip when you warp out. If you grab 90-100% 

of the juice in the level, you'll be able to skip ahead 
4 levels. If you nab less than 50% of the energy, you'll only 
advance a single level, which means you'll be taking a 
long time to work your way to the end of the game. 

Huh? Sentinel Returns is the type of game that takes 
some figuring out, and is best learned when someone who 
understands the gameplay takes you through it. Although 
the brief game description may make little or no sense to 

you, the ominous weirdness that pervades the game drives 
you to constantly move forward. As a simple experiment, try 
describing Tetris to someone who's never played the game 
before: “Uh, there are these pieces that fall out of the sky, and 
you have to move them around to form lines so they disappear. 
The more you play it the faster it gets, eventually overwhelming 
you.” See, you sound like an idiot. Sentinel Returns is similar; 
once you start playing the game, suddenly this nonsense 
becomes crystal clear. : 
As you can no doubt tell from our screen shots, Sentinel 
Returns has a murky, trippy look to it. There's a strange biological 
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feeling to the game. Every object is round and glistens in the 
muted light. Accompanying the strange visuals is a musical 
score by John Carpenter, the director of Halloween, Escape 
From New York, Big Trouble In Little China, and many others 
It’s very easy to get sucked up into the bizarre nature of 
the game and lose all track of time. Sentinel Returns has 
become a brain-neutral game around the Voodoo offices, 
even at this early stage. You know when you call someone 
on the phone and they act like they're paying 
attention to every word you say, but in reality 
that person is actually trying to figure out 
where to put his next card in Solitaire. 
If you're ever speaking with the EIC 
of Voodoo Magazine and you 
suddenly notice that his replies 
are nothing more than “Uh 
huh,” or “Yeah,” and “Sure,” it's 
almost guaranteed that he's 
heard nothing you've said for 
the past ten minutes as he’s trying 
to shut down the Sentinel. 
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sygnosis is currently working on a medieval-style 
Picionedere that, when all is said and done, 
promises to combine the best of all worlds: an 
intriguing storyline, thrilling adventures, heroic battles 
and a huge, merciless dragon which to ride on its back 
and soar through the skies — all within unique and 
seamless 3D environments. 

The gameplay focuses on the adventures of a beau- 
tiful and busty heroine named Rynn (which seems to 
be all the rave these days — although, you won't find 

any of us complaining) whose village has been pil- 
laged by hordes of Wartoks — evil, ogre-like creatures 

in search of slaves. It has been centuries since the 
Dark Wars between the malevolent Dark Union and 
the peacekeeping Order of the Flame ended and, up 
until now, peace and tranquility have been the order 
of the day. While there are rumors and folk tales that 
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on and requesting his aid. Thus 
begins Rynn’s quest with the leg- 
endary dragon of the Dark Wars 
in an effort to stop the Dark 
Union from unleashing its evil 
will once again. 

As you can probably 
tell from the screen-shots, 
Drakan (which is currently a 
working title and is in no way 
related to Drakken, an RPG 
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released for the Amiga and SNES way back when) is a 3D, 
third-person perspective action/adventure. In the game 
you will have the ability to travel either on foot or atop 
the back of Arokh as you journey through 14 multi-mis- 


with sub-quests for additional 
exploration, and environ- 
mental interaction with over 
25 unique, non-player char- 
acters. Psygnosis claims the 
puzzles in the game will be 
integrated into the environ- 
ments, not your typical “lock 
and key variety”. How this will 

translate into gameplay is still 

unknown, as the game is still very early. 

Some of the other features packed into this 
great-looking title are: real-time “soft shadows” 
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.D.T. is Psygnosis’ latest foray into the 3D realm (where 

they are most comfortable) but one of their first 
attempts at a third-person action/adventure. If com- 
parisons are to be made, O.D.T, would be characterized as a 
mixture of exploration and puzzle solving (read Tomb Raider) 
with a ton a shooting, rolling and dodging in extremely dark 
and violent environments (similar to that of the PlayStation’s 

Loaded). 

The story sets the player in an alternate universe. In the 
distant city of Calli there is a terrible outbreak of a deadly 
disease that can only be cured by the magical powers of a 
sacred pearl. A crew of four renegades, carefully chosen 

for their expertise, are assigned the mission of bringing the 
pearl quickly to this dying city. But, before they can reach 
their destination, their Jules Verne-like aircraft is pulled 
down and crashes on the top of a mysterious tower in an 
area known only as The Forbidden Zone. One member 


O.D.T. promises a bevy of fea- 
tures that will hopefully lure 
both console and PC gamers. 
Here’s a list as follows: Four 
compelling characters to play 
— you will have the ability to 
choose from the prerequisite 
Strong Man (slow and cumbersome 
but heavily armored and powerful), 
Magician (weak in fighting skills but pow- 
erful in the art of magic), Busty Chick (seems 
like every game's gotta have one) and an all- 
around Good Guy (evenly balanced). Expect unparal- 
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fps, huge polygonal engine with full 3D environment and free- 
dom of movement, a unique real-time lighting system, with 
full use of Gouraud shadowing — taking into account possi- 


1000 polygons. 

While there's no question that 
Psygnosis is on the cutting edge of 
technology, as always, gameplay 
is key. Up until this point, we 

haven't had any substantial 

“hands-on” time with the 

game. By nextissue, we will be 

back with a full and compre- 
hensive review. 
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that stretch and cast on walls depending on the light 

source; an advanced, single-skin skeletal animation sys- 

tem that seamlessy eliminate the blocky look where 

joints come together; cinematic cut-scenes using the in- 

game graphics; 50 different weapons to find and utilize 

— including six dragon attacks, seven spells and a bevy 

of swords, spears, maces, etc.; 200 different enemies to 

encounter — each with line of sight Al, meaning you can 

sneak up on them as long as you don’t cross into their line 

= of vision; multiplayer support for up to eight players via 
Internet and LAN and two players, modem to modem; 

higher resolutions for Voodoo 2 and bump mapping. While 

Drakan is still very early in terms of its production schedule 

(it won't be out until January next year), the game is already 

wa showing off some impressive technology. We'll keep you post: 

a= ed as more information becomes available. 


leled movement through the latest in motion capture 
techniques — these guys 
are pros when it comes to 
the latest in mocap tech- 
nology and the result is 
seamless and realistic ani- 
mation and movement. 
Then there's a light dose of 
RPG character manage- 
ment and progression — 
allowing you to customize 
everything about your 
character; the ability to take hits, control weapons, launch 
magic, etc... A total of eight huge levels (consisting of more than 
seven sub-levels each), with their own graphical ambiences and 
hidden areas, four stunning weapons upgradeable up to nine 
times their original power, over 16 combinable magic spells, a 30 
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always wanted one very simple thing: to be able to 
command the USS NCC-1701 Enterprise in battle. 
That's it, not a very challenging demand. Trekkies (or is it 
Trekkers?) finally thought they were going to have their 
prayers answered with Interplay’s Star Fleet Academy, 
which promised all manner of cool stuff, from FMV 
sequences with Wild Bill Shatner rating your perfor- 
mance to 3D ship-to-ship combat. After waiting and 
waiting and waiting for Star Fleet Academy, calling the 
final product “disappointing” would be an understate- 
ment. The biggest flaw, especially for Voodoo owners, 
was the limp implementation of Direct3D accelera- 


But now he’s back, Super Suit and all, and ready to pene ese worn int tion. Obviously added at the eleventh hour, most ; 
gamers were hard pressed to detect the difference As in SFA, gameplay takes place in a simulator, as 


ive SAIS cle a (aT Since Interplay first tipped their hand on the pl 
: : ans 
ore cies for the worm’s return, the engine running the sari has re nae and D3D versions of oa pelt tnrouelt ena against the forces 
lays unconscious after being hit by one of those been trashed and rebuilt, as these screen shots reflect. ate lay, i ; shri ie Ee eae rememb Ch oa me cnbedd cee 
cows we mentioned earlier. The object is to travel Earthworm Jim 3D features a whole new engine, with P He ke ae, es Tne a Sine ot his vie s hee eee: pees ere Ua) 
through this surreal environment in the attempt to unique polygon-smoothing technology to give the R16.” ibleiciia niece eo Eve Chan ae T 1 cee ae (pelea e 
piece together Jim’s mind. game a look more like the cartoon. This new engine i With that fth Bye cutee mae = Ce showdown, me, 
Since the game is set inside Jim’s fractured will also allow for close-ups of Jim’s call b nase i eas sels TPS the final : aienee ee complicated es : 
noggin, you can be sure that the level eee ted onticn’ a y : ring you this preview of ss ae ae run and trial by fire in a “real 
designs will reflect this unusual terrain. Players have complete free- tee ays aa ee Star mba at ation. ie 
There are six different levels to tra- dom of movement in fully eraeee mecle ell u hips ae tee the accompany- 
verse, each weirder than the last. interactive, _ all-polygonal the ne B0 ane font eee on ingon Academy has 
feeeic mictudeei haunted house ela BITSY Ay room to watch an old grabbed ahold of 3D acceleration in 
Tee rerun to clear your mind, a big way. The level of detail in the 
we've got to tell you that so ships is astonishing, with much 


a page ona e ype level 
where you race on a pig (!), a Since Shiny’s busy with far, the game looks good. The more dramatic and dynamic 
disco from hell, and rocket a handful of other projects, design ee has Seid all light-sourcing, which is obvi- 
tide. Of course, Jim will run UK developers Vis Interactive the feedback that Interplay ous even from these limited 
pee ike ane stepped into helm the new received on Star Fleet Academy, shots. Cross your fingers, and 
teeta y ace worm Jim project. While still and is going to great lengths to make we'll all hope that later this 
at fev the Cat, as well as involved in the fate of their first child, sure that those problems are year we'll be able to blow 
ooking up with some new | ne is taking a much more passive addressed. The overhaul of the SFA engine some Federation dogs from the 
role in the creation of Earthworm Jim 3D. includes an improved graphics engine, addi- skies. Q’pla! 
tional ship systems, enhanced Al and more ships with 
a greater variety of weapons. 

Klingon Academy 

takes place before the 

events of Star Trek VI: The 

Undiscovered Country, 

which means that the 

Klingons are still not very 

neighborly with the 

Federation. The main 

character is Torlek, a 

young Klingon warrior 

who has just joined the 

Elite Command Academy, the most prestigious learning 

institution in the Klingon Empire, for whatever that’s worth. 

©1011 oO Torlek meets General Chang, who begins instructing Torlek 

O1 oBO 0 BO in the myriad ways of the warrior, including tactics and com- 

mand skills. 


F very gamer out there with a passing interest in sci-fi has 


their first game developed under their own label, 
Earthworm Jim, to much fanfare. The wiggly-head- 

ed wonder kicked butt on the 16-bit systems, blending 
great arcade platform action with a warped sense of 
humor. Although it wasn’t technically much of a leap 
beyond the stuff the guys had been doing before 
(Aladdin, Cool Spot, Jungle Book), the cartoonish art- 
work was a great match for the game's antics, pushing 
the Wacky Meter far into the red. Despite a hideous 
appearance in a truly awful Nintendo 64 fighting 
game earlier this year, the worm’s been noticeably 
absent from the gaming scene for the past two years. 


Cre o’ years back, the folks at Shiny unleashed 
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whenever it screws around with an established fran- 
chise. Imagine what would happen if, say, 
Command and Conquer suddenly became a first-per- 
son shooter, or if the next Putt Putt adventure featured 
gory decapitations and Satanic themes? Anytime you 
monkey around with a well-loved series, fans get a lit- 
tle jittery. With each successive title in a series, a com- 
pany has to balance giving the gamers enough of the 
old to make them comfortable with enough of the 
new to justify their $50 purchase. For Interplay to 
decide to release Descent Freespace before Descent 
3, they must be pretty darn sure that what they've 
got meets the crucial balance of classic Descent 
action and all-new adventure. And from what 
we've seen so far, they might just be on to some- 
thing here. 

Forget the endless tunnels and confusing nau- 

sea-inducing controls (unless you're playing with 
Acclaim’s new beaut Forsaken). Freespace is not 
about hunting through miles of seemingly endless 
caverns, hunting down angry mining drones. 
Instead, Freespace is just what the name 
would suggest: galactic adventure. 
Drop your SpaceOrb and go get 
your flight stick, this is all about 
toe-to-toe dogfighting. 

In Descent Freespace, 

" you're a fresh-faced recruit in 
= the Galactic Terran Alliance 
= navy. As a new pilot, you're 
= assigned to fly strike mis- 

sions against the Vasudans, 

the first intelligent life 

humanity has discovered in 


Fie company risks the wrath of its consumers 
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space. Depressingly, the Vasudans are more interested 
in shooting first rather than first contact. So instead of a 
new era of peace and scientific exploration, the GTA 
have had to rev up their military muscle in order to put 
the hurt on the Vasudans. A new enemy soon appears, 
packing so much firepower and advanced tech that 
the humans and Vasudans actually drop the majority 
of their fussin’ and feudin’ to work 
together to blow up these 
brand new scumbags. It 
would seem that even in 
space, we can’t all get 
along. So much for the 
Prime Directive. 
As disheartening as 
blowing away aliens is, it’s a 
lot of fun on a more visceral 
level. Nothing beats sacking 
another ship in serious combat, 
and Freespace is full of gorgeous 
explosions to make you feel like a real 
ace killa. The motion in this Voodoo 2- 
ready fireball can best be described as “liquid.” 


Ships jet across the screen at high speeds, juking and 

firing through serious furballs that would make a non- 
accelerated system sputter and die. There are a wide 
range of missions to be undertaken, from straight up 
firefights to bombing runs against seriously huge ships, 


from escort duties to a level where you have to clear a 
path through an asteroid 


for your capital ship. 

Wing Commander: Pro- 
phecy fans will gravi- 
tate to this title like 
moths to a flame. 
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he development team at Criterion Studios states that they had 
one goal in mind when first conceptualizing their upcoming 


motorcycle racing game, “Redline Racer” (published in the states 
by Ubi Soft Entertainment) — deliveringa true, high-end arcade expe- 
rience for the PC. Graphically, there is no question that, with help 
from the power that is Voodoo, they have achieved this goal. The 
early version of the game is extremely detailed and colorful, with 
rich textures and phenomenal animation. We have currently 
played eight of the game's courses with six different bikes (there 
are a total of 10 different courses and more than eight different 
bikes in the game), and are very impressed at the level of tech- 
nology present in Redline Racer. In addition to its advanced 3D 
graphics engine, it supports eight player network/internet play 
and a host of other features, including force feedback joystick 
support and 3D sound. 

To give you a good feel for what is going on with the pro- 
ject, we spoke with the game's producer, Jonathan Small — of 
Criterion Studios, who gave us the low-down on his new game. 

“We have moved the graphical experience to anew level. 
The objective in Redline Racer was to create as real an envi- 
ronment as possible; this was achieved by using 32 
bit photo textures and with very high poly- 
gon counts. The bike and rider alone 
consist of about 3,000 polygons, 
more than some games have in 
their whole environments. The use 
of AGP allowed us to have much 
larger texture maps than was pre- 
viously possible with textures on 
the video card. Typically texture 
maps were created 32 bit at 512x512 
resolution. The game will automatically 

scale the texture detail depending on the 
machines.” configuration — on an AGP sys- 
tem there can be over 12 megs of textures. 

“Second, we went for a very realistic physics 
model. This was a painstaking process and we went through 
over 10 different physics models until we settled on one we 

liked. For the gamer this 
means that the bike feels real- 
istic, and allows the player to 
learn the boundaries of what 
1 each bike can perform. Each 
bike has its own characteris- 
tics (with some taken from 
real bikes like). Having a real- 
istic physical model allows 
for the nuances and risk of 
riding a bike at the edge of its 
performance curve comes through.” eo ste 
“Then we spiced itall up with a wide selection of special effects. 
On the beach levels you have real time sea undulating away, particle 
effects (grit thrown up by the bike), sparks in tunnels, tire trails in the 
sand, skid marks on the road, smoke from the engine, projected shadows, 
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water falls, animated objects like helicopters, trains, birds, environ- 
mental effects like rain, snow, driving around the track at night, light- 
ing effects - light cones, realistic lens flare and more...” 

“The core team consisted of four artists and three program- 
mers. When the Redline Racer project was started, the rules had 
changed in terms of game production on the PC. 3D hardware 
accelerator cards had finally made it. These cards, along with high 

performance processors and buses, allowed the humble PC to 
not only be able to outshine consoles, but also give the 
arcade a run for its money. It was now possible to 

create a truly arcade experience on the PC.” 

“This became the aim of the project - 

to produce an arcade quality experience 

on the PC. Early on it was decided 

that the graphic quality being aimed 

for would have to be exceptional - 

with this in minda ‘hyper realistic’ 

graphics style was the chosen. The 

idea being to take real world 

images as the basis of the texture 

maps which would be used in the 

game.” 
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fter last year’s successful translation of one of 
Ave comic book characters to the video 
game world (Turok: Dinosaur Hunter), they've 
decided to go for it again, this time with Shadowman. 
And it looks like they might have done another great job 
bringing one of their lesser-known superheroes to life. 
Appropriately enough for our magazine, 
Shadowman is steeped in Voodoo mythology, and 
takes place in New Orleans. Shadowman is Mike 
LeRoi, an English Literature graduate-who turns hired 
assassin (if you spent five years in college to get a 
degree in English Lit, you'd want to kill people too) 
after a Voodoo priestess, Mama Nettie, implants the 
mystical Shadowmask in his chest. 
With the Shadowmask, LeRoi has the ability to 
pass at will into the Deadside, the otherworldly 
domain of the dead, where he becomes the 
Shadowman, an immortal Voodoo warrior with 
super powers. The game begins with Nettie’s night- 
mare vision of the end of the world, when the dead 
return to walk the Earth. Nettie sends Shadowman 
into the Deadside to halt the oncoming 
Apocalypse. 
Shadowman is a 3D action adven- 
ture, played from the third-person 
perspective. Iguana UK aim to 
immerse players in the “psy- 
cho-horror” themes slowly, 
slowly building the game’s jim 
tension by beginning in the 
more normal New Orleans 
world and slowly progress- 
ing to the darker and stranger 
Deadside. With a gradually 
expanding web of alternate & 
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routes, players are exposed to more and more difficult 
challenges and shocking images. Iguana UK intends the 
game to be the video game equivalent of a mainstream 
psycho-thriller with a darkly psychological subtext, a 
cross between Tomb Raider and Resident Evil. 
While in the normal world, the player controls 
Mike LeRoi, a slightly above-average human. But once 
in the Deadside, the Shadowmask 
comes to life, allowing the 
players to channel its necro- 
mantic powers. Players can 
also pick up a wide variety of 
Voodoo artifacts and 
weapons, like a shotgun, .50 
Desert Eagle pistol, the 
Violator, the Shadowgun, 
Flambeau, Calalbash, Asson, 
and many others. 
Iguana’s created a new 
engine for Shadowman, the VISTA 
(Virtually Integrated Scenic TerrAin), 
which uses “Binary Space Partition tech- 
nology,” allowing for potentially limitless game 
environments that let the player see as far as the hori- 
zon without the need for fog (hopefully, they'll apply 
this technology to the next Turok, so it won't be as foggy 
as the first). Game characters are built with a “softskin” 
system, which, combined with Acclaim’s Motion 
Capture technology, allows them to have accurately 
depicted muscular defini- 
tion and deformation. The 
engine also allows for 
complete freedom of 
movement; Shadowman 
can roll, climb, jump, 
and fire with each hand 
or behind his back. 
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hat's more frightening to you, the idea of alien life 
WAV like Jodi Foster’s dad in “Contact,” or 
angels looking like Nicholas Cage in “City of 
Angels?” Hopefully, your guardian angels will look more 
like the ones from the Victoria's Secret commercials than 
the ones from “The Prophecy.” Speaking of “The 
Prophecy,” the new first-person shooter from Cyclone 
Studios bears more than a little resemblance to the 
Christopher Walken/Eric Stoltz movie's angels-versus- 
humans plot, with a dash of Milton's “Paradise Lost’ 
tossed in for good measure. 

The backstory of Requiem revolves around the 
second great war in Heaven, known as The Breaking, 
which divided the kingdom of the Creators. From this 
Breaking came two groups of angels — The Chosen, 

who remained in Paradise, and the Fallen, who were 
chucked out of Heaven and forced to relocate to 
places like New Jersey and Bakersfield. The Fallen 
have decided to band together to destroy all of 
Creation. Using a humongous man-made space 
fortress (the Leviathan, naturally), the Fallen 
will try to open a portal to Chaos, 
from which they can bring in an 
army of demons to dominate 
the humans. Of course, to 
open this portal, the bad 
angels are going to need 
human souls in massive 
quantities, so they possess a 
number of humans to begin a 
military insurrection, which will 
provide them with all the fuel 
they'll need to open the gateway to 
Hell. 

This is where you come in. As 
Malachi, one of the Chosen, you've been 
hand-picked by God to travel to Earth, stop the grow- 
ing rebellion and put an end to the Fallen’s plans. 

Think of yourself as 
God's enforcer, sort of a 
Heavenly button-man, if 
you will. As an angel, this 
task would be simple, 
but the kicker is that on 
the earthly plane, your 
angelic powers are great- 
ly diminished. While 
you're still more mighty 
than the average human, 


you can still be “killed.” 
Angelic powers are handled like Jedi Knight's Force 
abilities. All powers are accessible once off the material 
plane, but while on Creation, only a limited amount can be 
channeled through. Powers are granted as you finish the tasks 
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set before you by the Creator. Powers include offensive 
attacks such as Lightning and Bloodboil, defensive abili- 
ties like Healing and Deflect, and other powers for flying, 
teleporting, possessing and resurrecting. 

Cyclone has developed their own 3D engine for 
Requiem, opting to pass on the various engines up for 
sale. From the early look we were given, it seems that 

their engine can stand on it's own two feet next to the 
Quakes and Unreals of the world. The world 
blipped by at considerable speeds, even 
on the first gen Voodoo Graphics card 
that was plugged into the producer's 
machine. Requiem sports loads of 
colored lighting, which height- 
ens the grim, industrial feeling 
of the levels we were shown. 
Phil Co, the game designer on 
Requiem, said that later levels 
will include the physics- 
bending realm of Chaos, 
which will be filled with bizarre 
effects and sudden changes in 
gravity. 
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he original X-Com was an amazing example of the 
| ingots of gameplay versus graphics. A VGA 
game when everything was going SVGA, it came on 
a set of floppies when every other title on the sun was sud- 
denly either just another Doom clone, or was shipping 
with multiple CDs crammed full of boring FMV. A strate- 
gy game unlike most others, its basic appearance belied 
a vicious game that could reduce even the most power- 
ful of gamers to tears of frustration within a few minutes. 
Wicked Al, hard-to-please governments, and compli- 
cated research goals were intimidating, to say the least, 
but very rewarding once the basic concepts of the 
game were mastered. ; 
Much like Star Control 4 (now simply entitled 
StarCon), which we previewed last issue, X-Com 
Interceptor is trying to remain true to the key elements 
of the series, while simultaneously giving the graphi- 
cal appearance a graphical overhaul and changing 
the focus of the gameplay. While re-doing the look of 
the game is a must in this hyper-accelerated age, the 
emphasis on ship-to-ship combat may leave some X- 
Com fans scratching their heads. In the preview 
version that we looked at, Voodoo 2 support 
has already been implemented in the 
Options screen, allowing happy V2 
owners to crank the resolution to a 
sharp 1024X768. 
Forget the turn-based com- 
bat of the past X-Com titles, 
Interceptor puts you behind 
the controls of a three differ- 
ent heavily armed spacecraft 
— the Lightning II light fight- 
er, Firestar multi-role fighter, 
and the Super Avenger heavy 
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bomber —as you leave Earth to make war in the stars. This 
addition to the X-Com universe is more reminiscent of the 
Wing Commander or X-Wing/TIE Fighter games. 

Some of the old resource management and strategy 
elements do come into play with Interceptor, however. 
Between flight missions, you'll be expected to run your 
bases and expand X-Com’s presence amongst the stars. 

Your scientists will take the data and 
weapons you collect from the 
aliens and study them in order 

to bolster your own technolo- 
gy. The ultimate goal of the 
game (beyond your immedi- 
ate survival), is to puzzle out 
just what the heck is going on 
with these pesky aliens and to 
put a stop to their campaign of 
terror. In the meantime, you'll 
also have to worry about keeping 
your financial backers happy, as it’s 

hard to run a war with no dough. 

The game is run from the standpoint of 
your X-Com bases floating in the blackness of 
space. Just like the original, the more bases you have, the 
wider the area you can cover, providing more support 
and faster response to incoming attacks. You can build 
and manage up to eight X-Com bases in the Frontier, 
adding docking bays, research labs, communications 
arrays and production facilities as you need them. Your 
fleet of Interceptors can be 
equipped with a wide 
range of beam weapons, 
missiles, engines, shield, 
armor and other high- 
tech goodies. 

































available: standard thrusters for close combat, the Linear 


midst the crowded field of space sim/shooters 
released for the PC last year, one game stuck out 
prominently in the field for two reasons. First, 
Independence War was a cool looking game which 
ran software only, yet had graphics comparable to an 
accelerated title. Secondly, and more surprising, was 
the fact that this game (which did very well in the UK 
when it was released) was not picked up by any of 
the bigger US publishers — although Activision 
issued a press release claiming they had picked up 
the game, then suddenly and strangely dropped it 

a few weeks later. 

Happily, Infogrames has decided to pick up 
the title here in the States. Infogrames, which has 
taken over Ocean (the original publishers in the 
UK), has formally re-named the game 
Independence War for the US release due to legal 
issues (but we'll still refer to it as I-War, for the 
sake of convenience). The US release will include 

a number of enhancements to the title, including 
complete remastering of the entire game 
to specifically take advantage of 
3Dfx hardware acceleration. 
Set in the year 2268, I- 
War lets the player assume 
the role of an up and com- 
ing Commonwealth Navy 
officer caught in the middle 
of an interstellar skirmish. 
Colonies established on far 
distant planets have decided 
that they've had enough of the 
Commonwealth, the ruling 
power of the human universe, made 
up of Earth and its colony stars. The 
Indies, as they call themselves, have assem- 
bled a shaky fleet of commercial, mining and 
stolen military ships in order to go their own Way. 
Since this game was 
created in the UK, its 
quite natural that you 
take on the role of a 
Navy officer dedicated 
to crushing the colonial 
rebellion. You com- 
mand a 150 meter 
long, ten thousand ton 
Dreadnought-class 
Corvette, wielding 
tremendous military power against the rebels. 
|-War utilizes a realistic space flight model, with a 
full 360 degrees of freedom through the inky blackness 
of the void. There are three different propulsion systems 
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Displacement Drive for planetary hopping, and the 


Capsule Drive for faster-than-light travel amongst the 
stars. There are a ton of futuristic weapons available, 
such as particle beam cannons, seek and destroy 
rockets and lasers of all shapes and sizes. You pilot 
your big momma of a ship from the Command, 
Navigation, Weapons and Engineering workstations, 
hopping from system to system as the action dic- 
tates. 
If you're a space combat fan, the 
next few months are looking to be 
quite interesting, with I-War, 
Descent Freespace, StarCon 
and the rumored Wing 
Commander: Prophecy mis- 
sion pack all demanding 
play time on your PC. 
However, for sheer size and 
options, it’s going to be 
hard to beat I-War. 
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t's quite a shame that the Japanese game develop- 
| ers are genuinely confused about the PC. Although 
home computers are slowly making an in-road into 
Japanese life, games there are regulated in the major- 
ity to the different console systems. A lot of PC 
gamers out there would surely give away serious 
portions of their anatomy for some of the cooler 
Japanese console titles that will most likely never 
see the light of day on the PC. At least one team at 
Monolith has decided to take matters into their 
own hands, and are working on Riot: Mobile 
Armor, a very Japanese-feeling action game. 
Riot is much more than a first-person mech 
game. This isn’t a MechWarrior TC (Total 
Conversion) for Quake. Riot allows you to fight 
on footas well as in your Mobile Combat Armor. 
The difference from running about as a relative- 
ly undefended soldier is your MCA. Your MCA 
can take more damage, squish other little guys 
running around, transform between different 
stages and come packed with special powers. 
The mecha in Riot aren’t slow, lumbering 
behemoths, but super-fast and agile like 
the ones in your favorite Japanese 
cartoon. The MCA movements 
are all motion-captured anima- 
tions as well which gives the 
giant robots a fluid, life-like 
grace to their movements. 
The game features a 
dynamic storyline and 
mission structure that will 
evolve based on your 
actions, 30 different intelli- 
gent enemies, massive lev- 
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els, 23 different weapons, and four different MCA 
models that can be upgraded, enhanced, and added 
to. 

There is a rich and detailed backstory to Riot 
that really makes the characters and their universe 
come to life. If you’re a fan of Japanese anime, 
imagine the storylines of Gundam, Macross and 

Bubblegum Crisis all swirled 
together. Check out the Riot 
homepage (riot.lith.com) for 

the full story. 

Riot is built on 
Monolith’s own propri- 
etary LithTech engine. 
Once known as Direct- 
Engine, when Monolith 

was developing it specifical- 
ly for Microsoft, both LithTech 
and Riot are now sole property 

of Monolith. LithTech will take 
advantage of DirectX capabilities 

(most likely, it'll be running on DX6, due 
out later this summer) for all 3D acceleration. 











The word on the street is that DX6 has lots more 
features built into itto take advantage of Voodoo 2 
technology, so the LithTech will not only run at high 
resolutions, but will connect with some of the other 
V2 rockin’ features. Expect 16-bit rendering, full col- 


ored lighting, realistic physics and DirectEdit, the 
full-featured world edi- 


tor that will let you 
design your own levels 
in a relatively easy 
manner. 
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f you enjoy character-driven action/platform games, 
chances are good that you enjoyed Ubi Soft’s 
Rayman when it was released a few years back, Not 
only did the game have a near-Disney quality to the 
artand animation, but the levels were extremely well 
designed and thought-out. Rayman gained new abil- 
ities as he traveled through the huge number of lev- 
els, allowing him to go back to the previous levels 
and find new areas to explore. In the bad 
news/good news department, it doesn’t look like 
there’s going to be a Rayman 2 anytime in the near 
future. The good news is that the majority of the 
Rayman team is working on a new project called 
Tonic Trouble, which bears close resemblance to 
their last game, but is now an entirely 3D game 
(which is why we're telling you about it, natch). 
As in Rayman, the main character in Tonic 
Trouble, Ed, is all face, torso, hands and feet, with 
no interconnecting limbs (it’s almost as if the 
French have some sort of taboo about showing 
arms and legs). Ed’s a little purple alien 
who accidentally causes a 
bizarre environmental crisis 
on Earth when he drops a 
mysterious glowing can on 
the planet during a routine 
scientific exploration mis- 
sion. The can causes all 
sorts of mutations in ani- 
mals and plants alike, and 
changes normal humans into 
berserk vikings for some rea- 
son. Now Ed‘s gotta go clean up 
his mess and grab the can before 
things on Earth get any further out of 
hand. However, Grogh the Hellish, one of 
the mutant vikings, isn’t particularly in a sharing 
mood, and wants to keep the can for himself, and 
intends to make Ed’s journey something less than 
a cakewalk. 
Ubi’s little purple goober can walk, run, crawl, 
jump, climb, push and pull objects, swim, and 
hang on edges. Ed will also be able to use wings on 
certain levels, allowing him to fly through the air. 
Unlike some games where flying characters have 
no reference point on the ground below them, in 
Tonic Trouble players will have a full view of the 
ground while in the air, making it easier to navigate 
from place to place while flying. Ed’s main offensive 
weapon is his powerful stick, which can be used to 
whack baddies, or can change into a blow-gun. The 
stick can also be used to help Ed navigate through 
water, lift heavy objects, open doors and many other 
useful actions. It's enough to make the Swiss Army jeal- 
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ous. 

Tonic Trouble contains 10 graphical environ- 
ments, each split into several maps. Each map has a 
unique atmosphere built around a specific item, 
including a pyramid, a ski slope, a factory in a cook- 
ing pot, a glacier and a deep canyon. All the envi- 
ronments have been fully texture mapped, and have 

been heavily influenced by classic American 
cartoons. 
Ubi Soft is going all-out in their 
support of cutting edge PC technol- 
ogy. As well as supporting 3Dfx 
accelerators, Tonic Trouble will 
also be released on DVD, 
encoded with AC-3 Dolby 
Digital sound for digital 
clarity. Both the CD-ROM 
and DVD-ROM versions 
will also work with 
Microsoft's new  Direct- 
Sound applications for 3D 
sound effects. 










www.ubisoft.com 
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h, the digital rights of Spring are upon us. Just as 
Ae can count on seeing a number of football 
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games in the Fall, and a like number of hoop 
games in the Winter, the grand old game makes its year- 
ly re-birth on the virtual field with staggering regulari- 
ty every Spring/Summer. But there is a new wrinkle to 
the story this year — a heavy hitter ready to move into 
the cleanup spot of the order. 

Microsoft is throwing its cap onto the suddenly 
crowded baseball diamond with “Microsoft Baseball 
3D”. While they may be new to the field, Microsoft 

looks to be doing all it can to insure that Baseball 3D 
is competitive with Accolade, 3DO, Front Page 
Sports, et al. 
The game’s list of key features is long and 
includes; both MLB and MLBPA licenses (every 
player, every team), all of the ballparks, arcade and 
simulation modes — including both timing and 
location-based hitting and pitching mechanics, a 
General Manager mode, full season play, day and 
night games, a play-by-play announcer, detailed 
statistical tracking and analysis, instant replay, 
force feedback joystick support, and more. 
Technologically-speaking, Baseball 
3D is a Direct 3D product that sup- 
ports Voodoo and Voodoo 2, 
with resolutions up to 1024 x 
768 (as shown in these shots) 
and frame rates that top out 
at 60 frames per second 
(twin Voodoo 2's running in 
SLI mode). The level of 
graphic detail in this product 
far surpasses that found in 
any other baseball game cur- 


EAN DACEDAL 


rently available (a quick gander at the batter as he is 
strolling toward home plate will reveal that each play- 
er has his virtual face electronically glued onto a few 
polygons — looking particularly good in 1024 x 768) 
— but will the gameplay be its equal? The develop- 
ment team (WizBang! Software Productions) still has 
a way to go on the project, but the batting mechanism 
has a good feel to it and control, 
through the Sidewinder 
3 Gamepad, is solid. Although 
not implemented in our pre- 
release build, the game will 
also feature a batting prac- 
tice mode (essential when 
trying to play using the float- 
ing cursor system) and the 
above-mentioned General 
Manager mode — where you 
can build a team from the 
ground-up, trading players and 
actually creating them. 
To date, Microsoft has had a spotty 
record in games publishing — some hits: the 
Microsoft Flight Simulator series and Microsoft Golf 
series — some misses: Monster Truck Madness and 
their truly horrid NBA game that shipped a little ove 
a year ago — but - 
Baseball 3D looks like it 
has a good chance of |& 
landing safely in the 
winners’ group. 
If your answer to the 
question: “Where do 
you want to go 
today?” is “Wrigley 
Field”, then you might 
want to keep your 


games, especially the first-person perspective shooters. 
Enemies simply sense you when you come within their 
sphere of detection. From Wolfenstein through Unreal, 
once you get close to a baddie, they can sense you, no 
matter how stealthy you're travelling, or how well con- 
cealed you think you are. Looking Glass is aiming to give 
sneaky backstabbing weasels their day in Thief: The Dark 
Project. 

Looking Glass has quite the track record in terms 
of 3D gaming. From the genre-creating games Ultima 
Underworld and System Shock, to the ridiculous 
requirements of Flight Unlimited (even the most pow- 
erful PCs of the time couldn’t run that game), Lookin 

Glass has arguably done as much to advance 3D 
graphics on the PC as id Software. 

There are a lot of techie features being poured 
into Thief. Looking Glass has created their own real- 
time 3D first-person engine with extensive 3D accel- 
erator support and realistic physics. The engine 
includes raycast light-mapping and moving 
light source highlighting, which is 
demonstrated in the character's 
ability to move from open, 
bright areas to the relative 
concealment of shadows. 

Textures within the environ- 
ment can be both high- and 
low-resolution, depending on 
their usage. While a typical 
stone texture for a wall may be 
in a lower res, important dials, 
signs and maps are much more 
detailed and easier to read. 
The game's creatures are animated 
through the use of continuous-skin polygon 
mesh that stretches and deforms without becoming 
blocky, and have dozens of motion-captured move- 
ments. Looking Glass 
has also included an 
Act/React system which 
allows for dozens of 
object types with distinc- 
tive behaviors, each with 
individual responses to 
environmental phenom- 
enon. 
In Thief, you play 
Garrett, a world-weary 
adventurer with a penchant for separating people from 
their property. Garrett lives in a world where spells and 


| t's never been very easy to creep around in most video 
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like Voodoo’s own Editor-in-Chief). One of Garrett's few 
associates is his main fence, Cutty, a weasel-like receiver 
of acquired goods. 

Garrett's city is under the control of the Order of the 
Hammer, a self-righteous group of fanatical bozos who 
create huge churches and gigantic turbines as a buttress 
against the destructive and chaotic forces of nature. 

Because of the Order's zealous enforcement of their 
orthodox (and boring) doctrine, they have 
become the city’s police force, serving as 
judge, jury and executioner in one 
convenient and dour package. 
The game begins with Garrett 
breaking into the Order's prison 
to free Cutty, but quickly spins 
up into a full-on fantasy 
adventure, as a tip from the 
fence sends the thief on a 
mission into your requisite 
tomb of the restless dead. 


eyes peeled for this one. Look for it to hit retail shelves in 


j magic weapons exist side-by-side with gigantic, dirty steam- 
une. 


powered machines. While Garrett has a passel of skills, his 
cynical attitude keeps him from making a lot of friends (much 
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MechWarrior and Quake, an unlikely combination at first 
take, but a welcome one. You pilot a spry two-legged 
mech, called a Cyberpod, but instead of MechWarrior 5 
ponderous and complicated keyboard configuration, C52 
captures the lighting fast twitch-reflexes of a Quake-style 
3D game. The end result is blazing action, with much 
more devastation than a normal corridor shooter, thanks 
to the huge amount of available weaponry. ai 
For those of you unfamiliar with the original 
Cyberstrike, it was an on-line only game developed by 
Simutronics (also responsible for the development of 
€S2), and was available on subscription services like 
AOL or Genie. The core gameplay element remains 
the same between the two games — team mech com- 
bat — but the graphics have come light years in the 
intervening time. SISA has embraced 3D acceleration 
in a big way; all their PC games will now require an 
accelerator card of one form or another. 

Thanks to the native Glide and D3D support, the 
graphics in CS2 are incredible. “Our lighting effects 
are incredible, up there with Forsaken,” said Clint 
Worley, Cyberstrike 2's producer. Explo- 
sions, shield effects and laser blasts are 
slick, lighting up the cyberpods and 
the surrounding terrain as they're 
fired off. Voodoo 2 owners will 
also be happy to note that CS2 
will run in resolutions up to 
1024X768, so you'll really be 
able to give that new hard- 
ware a workout. 

In the first CS, buildings 
were little more than grey 

boxes, constructed out of tex- 


[: a nutshell, Cyberstrike 2 is a combination of 
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tureless, flat-shaded polygons due to the technology limi- 
tations of both modems and graphics processors. Not so 
in CS2; the buildings are fully realized creations, and the 
bonus is that players will be able to move inside some of 
the larger ones. The engine running CS2 is versatile 
enough to handle the transition from open landscapes to 
enclosed scenarios without a hiccup. 

As we noted before, CS2 isn’t 
wholly a netgame. One of the 
biggest complaints we had with 

Tanarus was the lack of single 
player missions to familiarize 
yourself with the gameplay 
before getting stomped on- 
line by some 8-year-old in 

Tuscaloosa. Cyberstrike 2 has 

over 80 missions for the single 
player, 20 per clan for the four 
different clans (Knights of Iron, 
Disciples of Apocalypse, Liberators, 
Terran Alliance). This should allow you 
plenty of time to learn the planned 65 plus 
offensive and defensive weapons that Simutronics 
is packing into the game. 

However, once you decide that you're ready to whip 
the aforementioned 8-year-old, boot up and get ready to 
toss some ordinance around. In a multiplayer mission, 
players start with a set number of credits that they can use 
towards gearing up their cyberpod. During the game, for 











hese days, most games star steroid-enhanced, gun-toting 

Marines or hyper-accentuated female gymnasts. You don't 

find too many games out there that have you play as a 
world-rescuing waitress. But, as you can no doubt tell from the 
title of the game, Space Bunnies Must Die is not your typical 

3D shooter. 

Space Bunnies pits a “rodeo-riding, trash-talking truck 
stop waitress against an army of cute, cuddly 200 pound 
alien death machines.” Sounds like a cross between Mel's 

Diner and Monty Python’s Holy Grail (“It’s just a rabbit”). 

In Space Bunnies, Jinx Entertainment (developers of the 

truly odd cockroach adventure Bad Mojo) is trying to com- 

bine fast-paced action with the style, atmosphere and 
humor of the classic “B” horror movies of the 1950s. 

In central New Mexico, the evil Lotar the Lascivious, 
Lord of the Dark Warren and Supreme Leader of all that 
Nibble and Hop, kidnaps an up-and-coming Country 
Western singer named Jocelyn Huxter to provide him 
with personal entertainment. What Lotar and his minions 
hadn’t counted on was Jocelyn’s twin sister, Allison, a 

rodeo-riding waitress who takes umbrage with 

the aliens. Allison sets out for Space 

Bunny Mountain in search of her 
sister and uncovers the fuzzy li’l’ 
maniacs plotto enslave, exploit 
and ingest the great teeming 
masses of humanity. Well, 
Allison isn’t going to stand 
about idly so you can ogle her Fee 
polygons while these sort of L==Hm 
activities are taking place. 

Allison must soothe mutant 
beasts like the half-rabbit/half-grizzly 
Bunny Bear with Jocelyn’s’ country 
stylings in order to reach the depths of Lotar’s 
bunny lair. She'll encounter hordes of heavily 
armed carrot-eating commandos, 
complex rabbit technology, an array of 
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stylish (and no doubt revealing) outfits and massive amounts 
of anti-wabbit weaponry. 

The game is played from the third-person perspective, 
which allows for more accurate running, jumping, flipping, 
climbing, swinging, diving and dancing through the ten mas- 
sive levels. This perspective also lets Jinx show off their sexy- 
sexy Allison model for all you sad, sad little men out there 

who haven't had a date since Tomb Raider. 
From the demo we were given, we saw an 
exceptionally smooth 3D engine with plen- 
ty of colored lighting effects. While there 
wasn’t much to the game we saw, the 
quality of the software in its current 
condition gives us much to hope 
for. Now it’s up to Jinx to make 
sure that the quality of the 
gameplay matches the spiffi- 

ness of their code. 
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every 30 seconds you manage to survive, you earn 50 
credits, and when you destroy another Cyberpod, you get 

half of your victim's credits. These credits allow you to order 

3 Weapons on the fly, which are flown in by your team’s 

~} Raven, a huge dropship that will parachute supplies to your 
location. Multiplayer is set up for four teams, with up to 8 
players per team ina single arena. Gameplay will include 
stalwarts such as Capture the flag and team elimination as wel 
as some new goals, such as capturing power grids on a maP 


ve like Tanarus). Sony plans on launching Cyberstrike 2 this 
all. 
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years ago, when the 11th Hour (the sequel to 

Seventh Guest) was unleashed on a puzzle- 
hungry market. The game was made up of impossibly 
abstract enigmas, streaming full motion video clips 
and pre-rendered cg scenes. 11th Hour crushed just 

about every computer in the home at the time, 
requiring a Pentium processor (when 486 CPUs 
were still the norm) and an expensive video card 
in order to get the game to look like the screen 
shots. On a P90 with 8MBs of RAM and a two- 
meg video card, the game was hardly playable — 

and we're talking about a point in time when a 

P90 was still fairly top of the line. So what, 

exactly, is Trilobyte doing showing up in the 

Voodoo offices with a 3D accelerated real-time 
action game? Extreme Warfare, their latest title, 
is about as far away from FMV puzzles as you 
can get. 

Fifty years into the future, mankind has 
discovered the wreckage of an alien spacecraft 
frozen in the ice of the Arctic Circle. After 
disassembling the ship, humans have 
learned much from the alien 
technology, and have used this 
knowledge to travel out into 
space and begin the 
terraforming of Mars. While 
working to transform Mars 
into a habitable planet, the 
humans uncover another 
stash of alien technology, 
this one much larger than 
the find from Earth. 
Unfortunately, a beacon has 


| time we heard from Trilobyte was over three 
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been activated at the same time, which draws the 
Sway to our universe. The Sway, horrified that 
mankind has desecrated Mars, destroy Earth in a fit 
of pique, and mount a smaller ground offensive to 
remove the human blight from their holy planet. 

Extreme Warfare is a totally 3D action combat 
game that lets players wage war on the surface of 
Mars. Gameplay takes place in 

epic battles that are much 
more than your average 

“shoot it if it moves, and 

nuke it if it doesn’t” 

wargame. As a_ single- 

player game, there are 24 

missions (12 for each side) 
that let players pilot high- 
tech combat vehicles, 
executing a part of the overall 

battle strategy. Battles take 

place in a vast 3D landscape, 

filled with diverse terrain and 
objectives. 

Extreme Warfare was _ specifically 







designed as a large-scale internet game. 
Campaigns will support up to 32 players, 16 aside. 
Trilobyte’s objective is to maintain a large amount 
of players in a single game, all moving and acting in 
real-time in a complex 3D environment, while 
maintaining a high frame rate and lag-lite 
connection. In multiplayer games, each player will 
play a part in the overall success of the mission, 
which comes from playing as part of a collective 
g Whole, instead of a single point of view. One player 
may be piloting a large helicopter, which other 
players will be able to enter and shoot out of, creating 


Ba much more deadly force than a simple computer 
controlled aircraft. 
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s much as we like to poke fun at Sega's recent his- 

tory of console troubles, even we have to admit 

that the company can still not only do one thing 

right, but do it very well: arcade games. Nothing's better 

in the arcade than a fast and furious lightgun game, and 

Sega has released several excellent examples over the 

past year (Gunblade NY and the Model 3-powered Lost 

World), but the Golden Gun, as it were, definitely has 
to go to House of the Dead. 

Imagine a combination of Capcom's Resident Evil 

and Sega's Virtua Cop, and you've got the game 

pegged. Players assume the roles of special agents 

investigating a series of bizarre happenings inside a 

huge, decaying mansion. Once they roll to the 

scene, the two detectives are attacked by vicious 
monsters. The pair are drawn further into the man- 
sion in an attempt to rescue a group of scientists 
who were working on a new bio-warfare agent that 
has gotten loose, infecting humans and animals 
alike, mutating them into flesh-eating zombies, 
chainsaw wielding maniacs, freaky winged 
dogs, and other far stranger crea- 
tures. Take our word for it, if _ 
you haven't come across this | 
game at your local pizza par- 
lor, movie theater or arcade: 
HOD is a truly beautiful 
game. 

At first glance, this may 
not seem like an appropriate 
game for the PC. C’mon, light- 
gun games have always tanked 
on computers, and Sega’s own 
recently released Virtua Squad 
(renamed from Virtua Cop due to crappy 
legal reasons) didn’t do much to advance the 

category. And the Saturn version that we've just 

recently sampled is... horrifying, and not in a good 
way. But, House of the 
Dead may change our 
existing prejudices all 
around. 

First off, Sega’s final- 
ly got on the 3D gravy 
train. HOD is a D3D 
title, but the graphics are 
sharp, approaching the 
; quality of the original 

t arcade game. The ani- 
mation and frame rate has been kept, so the PC version 
should flow just as smoothly as it's more expensive big 
brother — plus you won't have to shove a quarter into your 
floppy drive every two minutes. 
One of the reasons that no one ever really goes for these 
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sorts of games on the PC (and on the more basic home 
consoles to a certain extent) is due to the limited replaya- 
bility. Most gun games are on a single track, and you 
wend through it in exactly the same fashion each time 
you play it. Not so with HOD: there are multiple 
branching pathways that you can explore, depending 
upon the directions you choose and the actions you 
take. While still not as dynamic asa truly 3D game, 
the different trails do provide a bit of a 
change, making you wantto play it more 
than once. 

Sega's thrown in a number of 
additional little features, like the 
ability to play with another 
shooter across a LAN, modem 

or the Internet, four new 
creatures to blow away, and 
the ability to support a PC 
lightgun (such as the upcom- 
ing pistol from our French 
pals Guillemot International). 

























EVEIADED 


EVELUPER: 


SEGA 




























TELGS DIGUM 1UR1OI DIGUM TUHLOs SIGUM LURLAs ISU Teale: 








i 


ee rn ee 
TLE DE | 5 ih T 





you find yourself saying, “I'll go to sleep when | get to 

the next level of experience/dungeon/magic item”? 

Then you'll be interested in Eidos’ new dungeon crawler, 

The Revenant, which combines the 2D beauty of Diablo's 

environments with 3D polygonal characters. Ben Cooley, 

producer/programmer/Renaissance guy from Cinematix, 

stopped by the Voodoo offices right before deadline to 
give us a peek at his upcoming baby. 

“Revenant is a 2D tile system with 3D graphics,” Ben 
said. “We've given the tiles a Z-buffer value, so that the 
2D and 3D aspects can be integrated. All our lighting is 
done in real-time, and we're able to accurately light the 

tiles by calculating the distance of the pixels on the tiles 
from the light source.” The general lighting system is 
very dynamic, allowing the designers to change colors, 
intensity and individual lights to best suit the setting. 
When asked why they decided to combine a 2D 
world with 3D characters, Ben said, “The decision was 
made to do 3D for the cool effects it offered, as well as 
the ability to store animations as individual rotations 
instead of whole pictures. We have our own 
motion capture studio, so it was very easy for 
us to bring the characters to life in polyg- 
onal form, where we'd be able to tai- 
lor unique movements. There are 
tons of incidental animations, so 


[) id Diablo burn up a whole lot of your free time? Did 
















sters playing cards or arm 
wrestling, not just standing 
idly around, waiting to be 
hacked up. The main charac- 
ter of the game will have over 
2000 frames of animation 
alone.” 
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The result is dramatic. Revenant’s world is lush and 
fully-realized, with extremely detailed textures and moody 
lighting. The game is set on an island, comprised of five dis- 
creet areas — the town, a forest, caverns that run under a 
huge mountain range, ancient ruins and the required cat- 
acombs under said ruins. The maps are all 3D, so charac- 
ters are able to walk upstairs to different levels without the 
game having to pause to reload, and has 
much less of a “level sandwich” 
design feel to it. 
Ben continued, “We're 
about halfway between a real 
ees hardcore RPG and Diablo. 
eee We're a much more linear- 
ip (ihkatlon based adventure, with more 
© | subplots and quests that make 
sense.” The areas of the world 
will open ina linear fashion, and 
the player will be led through them 
as experience and abilities dictate. In 
the town, players will be able to buy items 
and weapons, learn more of the back story, 
and speak to the other inhabitants in order to gath- 


er info on new quests and magical objects. The idea, how- 
























ever, is for the player to 
spend as little time in 
town as possible in order 
to capitalize on the action. 

Controls are built 
along an fighting action 
ideal. “We're designing 
this game to be played 
with a joystick or a joy- 
pad. Yeah, you can usea 
mouse and a keyboard, 
but you won't get the same 
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< precision that you would with a 
game controller.” The player will be able to attack in a number 


including running attacks, jumping attacks, 
edged weapons, bows, sneaky knives, hand to ha and straight 
bludgeoning. Look for The Revenant this Fall. 





CRPG fans had quite a long wait after they finished the first 
P Lands of Lore. The expected sequel took alittle bit longer in 
development than Westwood hoped, most likely due to the 
sudden and gigantic response to their other franchise, Command 
and Conquer. Well, maybe two and a half years is more than a 
“little bit” longer. Westwood promised the moon with their fol- 
low-up, butin the intervening time from the first to the second, 
it turned out that the moon's orbit had changed dramatically. 
Several unforseen factors cropped up in the time it took to 
develop the sequel, the biggest of which was the rocketing 
success of 3D acceleration. When Lands of Lore finally 
shipped, it seemed a bit dated, technologically speaking, 
and the 3Dfx patch they whipped together shortly after the 
game hit the stores improved ita bit, but not by much. Such 
is the problem when you add on technology that was not 
originally planned for at the end of a product lifecycle. 
If you've taken a very deep breath after finishing LOL 
2 in preparation for waiting out another two year gap, let 
a little of it out. It's looking like your downtime might not 
beso bad after all. Westwood has announced that the next 
installment in the series, Lands of Lore 3, is 
expected to drop into a store near you 
as early as this Fall. Cynics might 
point to the changing dates of the 
last game, but let’s cut Westwood 
some slack, shall we? 

This time around, West- 
wood has had plenty of time, 
and some experience, with 3D 
acceleration. The Lore Ill game 
engine has been built by the studio 
from the ground up to incorporate 
3D hardware, and will have advanced 
lighting effects, textures and animation to 
enhance the game's experience. LOL3 will 

also be the first game to combine both polygonal 
acceleration with Voxel technology (which they used so 
well in Blade Runner) to make their characters spring to 
sq life. While the Voxel effects 
of Blade Runner were nice, 
considering that they 
weren't benefitting from 
3Dfx support, the charac- 
# ters tended to break up into 
chunky pixel masses the 
closer they got to the lead- 
ing edge of the screen. 
Blade Runner was a game 
that always looked better 
from a distant camera view, but suffered in the finer details. 
Using 3D hardware should help clean up those figures immense- 

ly, blending lifelike animations with detailed appearances. 
In LOL 2, players had no choice as to the type of character to 
play, but were forced to quest about as an enchanted prince who 





































would randomly and uncontrollably morph forms between 
man, mouse and monster, often at the wrong time. This time out, 
players can choose to associate with any, or all, of the game's 
five guilds to better focus individual character development. 
LOL 3’s quest is, simply enough, for the player to regain 
their soul, banish the big evil creature who pilfered it in the 
first place, and to restore a relative peace to the kingdom. No 
sweat. To do this, players must travel from the realm of 
Gladstone through portals to five different worlds 
— from urban sprawl to frozen wastes and 
post-apocalyptic villages — each with its 
own challenges and undoubtedly irrita- 
ble denizens. Westwood is aiming to 
focus on the story in order to bind 
gameplay and visuals together 
into a significant whole, involv- 
ing the player in the world and 
the events happening around 
them. 
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former, Croc (see review in first issue), last January. But the 
Hollywood video game company has announced their new line-up 
for the year at E3, showing off a diverse range of impressive software, 
including their entry into the wild world of sports with their two ath- 
letic events. 
First up is their big movie licesnse, Aliens Versus Predator. The 
game is being developed by Rebellion Software, the same company 
that did the Jaguar game of the same name. AvP looks much differ- 
enton the PC side, thanks mostly to 3Dfx magic. Fans of the movies 
will no doubt be more than pleased with the prospect of grabbing 
a pulse rifle and going on another bug hunt. Fox is also prepping 
another game based on the film Alien Resurrection, which is being 
done by Argonaut, and will be released in the Fall of this year. 
Gremlin Interactive is responsible for the creation of both of 
Fox's new sports titles. Virtual putters will no doubt be pleased to 
note that Fox Sports Golf ‘99 will be accelerated, the first golf 
game to embrace 3D hardware. Fox Sports Golf ‘99 features 
advanced 3D playing environments, with 8 challenging courses 
(including Kiawah Island, Carnoustie Links, The Oxfordshire) 
rendered in stunning 3D graphical detail. The courses include 
aerial map overviews for precision tee off and shot place- 
ment, which will let you preview every hill and valley 
before you take a swing. The intuitive controls are 
easy to learn, allowing you to choose your 
swing method from either simple clicks or 
the more challenging drag & push 
method. You can practice on the dri- 
ving range or putting green, or 
choose from stroke, match, skins, 
Foursome, and Fourball. 
Fox Sports Soccer ‘99 is the 
second sports title from Gremlin. Fox 
Sports Soccer '99 features the “most 
realistic Al soccer engine on the mar- 


Fé: has been quiet on the PC front since releasing the excellent plat- 
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ket,” and combines incredible graphics and character animations for 
the fastest and smoothest gameplay available. Players will be able to 
control multiple camera angles with stunning slow-motion replay and 
have access to 128 total teams, with 64 national teams including all 
32 World Cup qualifiers. Fox Sports Soccer '99 is the first soccer game 
inthe U.S. to include play-by-play commentary in both English and 
Spanish from John Walls of Fox Sports Net and Eugenio Diaz of Fox 
Sports Americas, respectively. The game also 
showcases 24 stadiums, each with 
¥ diverse and authentic weather settings 
creating realistic gameplay environ- 
ments. Players also have the option 
to customize tournaments, leagues 
and cup competitions, along with 
the ability to create their own teams, 
players and uniform colors. 
Continuing on the Gremlin tip, 
Fox will be releasing the company’s 
Team Losi racing game. Instead of doing 
another F1, NASCAR or CART title, Gremlin’s 
decided to go after the remote control car circuit, 
capturing the much sought-after Team Losi license 
(we're sure you know that Team Losi is America's number one 
radio-controlled car and truck kit manufacturer and race promoter). 
Team Losi combines Mario Kart gameplay with platform game ele- 
ments. As you race around the 
various tracks, there are secret 
areas and short cuts to discov- 
er, which give Team Losi more. |) 
than the average amount of 
playability. Take control of one 
of 16 tricked-out RC cars, 


mq Z0oming through 15 chal- 


lenging fantasy courses, 


a which offer both intense rac- 
4 ing action and surreal explo- 


ration of diverse terrain. St 
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fered over the past few years. While much has been written 
and discussed about the core of the problem; unsafe arcades, 
expensive, dedicated machines, etc., the one major problem that 
has just kind of fallen off of the table is the fact that there have 
been no NEW, exciting gaming experiences in the recent past. 
There are, currently, two types of games you are going to play 
in an arcade — expensive, sit-down driving and flying games, 
and the fighting game of the month — yawn... Well, we turn to 
the one company that has the ability to single-handedly pull 
the US arcade business out of its funk — Midway 
Entertainment. We think they've done it again... and, in a few 
short months, Midway Home Entertainmentwill be bringing 
their savior to all 3Dfx technology lovers — NFL Blitz, the 
NBA Jam of the new millennium. Blitz is a two player stand- 
up that has all of the speed and addictive, competitive game- 
play ofits older hoop cousin, and it comes in a package that 
is wrapped around Voodoo technology (the coin-op version 
runs on the 3Dfx arcade Voodoo chipset). Blitz offers real- 
time 3D, 60 frames per second gameplay, NFL and Players, 
Inc. licenses and over-the-top, hard-hitting arcade 
football action that can be appreciated 
both by the simulation lover and 
the arcade action guy. 
Midway was kind enough to 
supply us with an arcade unit 
and, at the home office of 
Dimension Publishing, Inc., the 
number of hours logged on the 
machine has sent productivity | 
through the floor. In fact, Voodoo 
was in serious danger of not making it 
to press because of the staff's... uh, 
“commitment” to the product. In our hun- 
dreds of hours of testing the product, we have 
found that the learning curve is short, allowing for 
maximum efficiency, and that rookies and pros can mix it 
up and find themselves in a competitive, fair and enjoyable 
game. 
The 3Dfx version is 
slated to come home with a 
few features that the arcade 
version doesn’t have — 
most in an effort to give the 
home product deeper 
gameplay and better long 
term play value (much like 
the Atari Games division of 
Midway is doing in the 3Dfx 
home translation of the outstanding “San Francisco Rush,” a title 


Te is no debating that the arcade game business has suf- 
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fect and that, for those of us that have Voodoo 2 technology 
installed on our mean machines, graphics, speed and gameplay 
that go beyond the arcade game. The difficult part of the transla- 
tion, however, will come in making a computer opponent that 
can stand the rigors of full season play. The two player gameplay 
is a known entity — with the exception of any technological dif- 
ferences, what you are experiencing in the arcade game will be 
what you get at home. But, the single player game against 
the computer will have to take into account the 
learning curve of the human player as the sea- 
son moves along, and the time and statisti- 
cal adjustments that will have to be 
made to address the simulation side of 
things. 
Just as we were going to print, 
Midway sent us a playable ver- 
sion of Blitz that had our jaws on 
the floor. The PC translation is 
exact, possibly even faster than 
the arcade game. The entire 
Voodoo staff is waiting for a final 
copy of this bone-crunching game. 


WWW.midway.com 


that boasts eight player network play). The PC version of Blitz will 
feature network/modem play, full season play with a comprehen- 
sive statistical database, and season stat tracking. The development 
group is confident that the Voodoo version will be close to arcade per- 


rategic steering through colored gates provides 
and grants access to secret areas and bonus flees 


q energized bursts of speed 
Customized super-cars, providing non-stop racing action for fans of all ages: 
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for another id software? 








Do you ever read the credits? Not only in movies and 
books, but in the computer games you play? These are the 
people who have brought you the game. If you've been 
playing games for a long time, you've probably noticed that 
credit list growing longer and longer as the years pass. Does 
it really take forty people and millions of dollars of design 
and implementation to make a great game? As production 
values and budgets increase, more titles are released per 
year, with less and less innovation in concept and design. 
Can the small developer still succeed? 
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In the Beginning: Floppy Discs and 
Atari Carts 
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Small developers built this industry. In the early days of 
consoles and computers, a team of 1-3 people could crank 
Out a game in a few months, sometimes even weeks. In 
those days, graphics were primitive and minimal, anima- 
tions and models were crude, and Al was simple. These 
games are hailed today as classics, not because of the in- 
depth stories or amazing graphics, but because they were 
tons of fun and captured our imagination. Games like Pac- 
Man, Asteroids, Joust, Adventure, Pitfall! and Tetris were all 
mg produced by small groups of people, maybe one artist and 
jg {wor three programmers per project. Today's’ video game 
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Is there still room 


publishing giants, like Electronic Arts and Activision, were 
founded on the sales of Atari 2600 cartridges and 5 1/2” 
floppy discs. 

Those were the days when publishers seemed to be in 
it for the love of gaming, rather than the money. But where 
there's money, the business people soon follow. To be more 
effective, groups of developers banded together to reduce 
overhead and to allow them the freedom to focus on the 
parts of the games they loved or were best at. The business 
people, now calling themselves publishers, could handle 
the marketing, distribution, PR, and promotion (which have 
always been viewed with disdain by the development side), 
while the developers worked on the games themselves. 


Games Become Big Business 


___ Today's game development environment has changed 
In many ways. Projects are much more ambitious and long- 
term. It's not uncommon to have a production cycle of 12- 
18 months, with some (Unreal, Falcon 4, Quake) stretching 
even longer. A single programmer cannot be expected to 
know everything about 3D graphics, Al, network suppor 
audio, input, physics, data management, code optimization 
and all the other myriad funky parts and pieces that go int 
a game. A single artist cannot be expected to design levels, 
animations, interface art, CGI renders, textures, and mod- 


els. Today, teams can range anywhere from seven to fifty, 
depending upon the size, scope, and, most importantly, 
budget. And with that many people doing so many different 
things, one person cannot be expected to manage all of it, 
so you wind up with producers, technology leads, project 
coordinators, assistants, and other management/support 
staff. 

Adding to the chaos of today’s development environ- 
ment is the uncertainty of the marketplace. Although over a 
thousand titles are released every year, the lion’s share of 
attention and profit go to just a few dozen — the vast major- 
ity don't even break even. The cost of producing, advertis- 
ing, distributing, and supporting a game is tremendous. 

Retailers want proven successes, and will often pick up 
only what they consider to be "A" titles. A publisher has 
more success in selling a "B" title if they lump it into the dis- 
tribution deals with their better products. If a product does- 
n't sell well within a few months, it’s usually discounted or 
returned to the publisher. Retail promotion, advertisement, 
and branding is much more cost effective when you have 
multiple products to work with. In addition to being a hos- 
tile environment for smaller titles, this system also breeds 
copycat games and stifles innovation. 


How To Survive 


So, can a small developer succeed in this environment? 
Well, there certainly are a lot who are trying. Most take the 
route of prototyping a game in hopes of signing up an estab- 
lished publisher to fund and bring it to market, while some 
folks are able to trade on their work within another compa- 
ny to form their own. Activision recently signed a three-title 
deal with Nihilistic, based on the past experience of the 
three founding members, who had worked on hittitles like 
Jedi Knight, Descent and the second Quake mission pack, 
Dissolution of Eternity. When Rob Huebner, Director of 





*AN experiment in funneling the profits from a game 
directly to the people who actually developed its 
J-0-d. has grouped some of the industry's top talent 
together under one label- 





*ENERGENT Software called 3Dfx out of the blue to ask 
for two development boards for the 3D racing game 

they were creating for Silicon Graphics machines- 

Thee weeks later; the PC version of Powerslide was 
orn. 


Technology for Nihilistic Software, was asked about the 
inspiration behind starting a company, he responded by say- 
ing, “Everyone in the industry has their own idea of how to 
do things, and when it’s your own company, you get the 
chance to do things exactly as you think they should be 
done. The main draw (to starting our own company) was the 
opportunity to oversee every aspect of our products and 
work environment, rather than just being limited to one task 
on a project. Everything from buying network cables to hir- 
ing cool artist types, no aspect of the company is ‘someone 
else’s problem.’ | love that.” 

A few are trying their hand at battling the retail jungle 
and going against the heavy hitters. g.o.d., the Gathering of 
Developers, was founded by former id Software biz guy 
Mike Wilson, who grouped a number of the “smaller” big- 
name developers together (Ritual Entertainment, 3D 
Realms, Epic MegaGames and a few others) in order to beat 
some of the major publishers at their own game. Partner- 
ships like this are a rare occurrence, and it will be interest- 
ing to see if g.o.d.’s own hubris and ego will eventually lead 
to their undoing. 

Others are pursuing web-based sales, shareware, and 
direct sales. Mango Grits, a team based in LA, has spent the 
last year looking for a publishing partner to distribute their 
3D accelerated shooter, Barrage. MangoGrits has decided 
in the interim to sell the game through their website 
(www.mangogrits.com). There are success stories for every 
method. 

Small developers have a wide variety of organizational 
methods available to them. Some take the classic garage 
approach and set up studio in a house to save costs. The 
French development team, RayLand, for example, has spent 
the last few years working and living together in the same 
house. Their hard work and sacrifice looks to be paying off 
for them, as they have been able to land a few publishing 
deals based on the software that they have slaved over dur- 
ing the last two years. When asked about life as a small 
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developer, Frederic Gaulbaire, one of the founders of the 
team, jokingly replied that we should write an article enti- 
tled, “How To Get Into the Video Game Business Without 
Money or Office Space, Just Guts and Four Motivated Peo- 
ple.” Putting your whole team together in such a manner 
can backfire on a project in some cases. It’s very hard for a 
group of people to both live and work in the same spot, and 
may cause nerves to fray over the course of the project's 
development. 

Another popular method in today’s internet age Is a “vir- 
tual team,” with members that live across the country, com- 
municating and working via phone and email. Not the 
greatest plan for the creation of a full-blown game, but it’s 
easy for two of three programmers to work with an artist or 
two by emailing and over-nighting code back and forth 
amongst the group. This is an excellent way to begin initial 
work on a project to raise a publisher's interest. 

A few others rent office space and set up shop in a tra- 
ditional work environment, but that’s usually the result of a 
brand new team being able to bank on their previous suc- 
cesses. A good example of this is John Romero’s lon Storm 
Studios, who currently inhabit the top of a high-rent sky- 
scraper in Texas. Romero was able to trade off his good 
name and past accomplishments with id Software to get ini- 
tial funding for his break-away development studio. 

Teams can range from a few students with a vision, to 
established developers breaking off from a larger company 
to try their own thing. Locations range from small towns in 
the Mid-West to the heart of Silicon Valley. Teams from Aus- 
tralia, Japan, France, the Netherlands and just about every 
other country are making themselves known. There is no 
single formula for success, but a few things shine through in 
every successful developer. These include dedication, 
patience, innovation, adaptability, and pure, raw talent. 

Projects can range from original concepts to ports of 
existing titles. Most new developers attempt to blaze their 
own trail with an exciting and innovative idea. Although this 
is a noble goal, many publishers want to exert some creative 
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THE RayLand group literally subsisted on a diet of 


rice and eggs while working on the software engine 


hat eventually became NadTrax. The small company 


@S Signed two deals in the past year for i 
lide-based products. si Hes 


b2 - GARAGE DEVELOPERS 





control over the final game, 
and developers must show 
enough flexibility to deal 
with these requests. Also, 
taking on a few contract 
projects (such as conver- 
sions or sequels), help pay 
the bills while a team is cre- 
ating the great original pro- 
jects. Probe Software, 
which was acquired by 
Acclaim Entertainment a 
few years back, rose quick- 
ly to fame based on their 
ability to bring the Mortal 
Kombat series to the 16-bit 
platforms. Probe has just 
released their original 3D shooter, Forsaken (re-viewed later 
this issue on page 86), to praise from the press and public 
alike. 


Creating Your Game With A 
Limited Budget 


‘JOHN Romero's past suc- 
cesses led to his new com- 
panyx Ion Storms having no 
problems finding a lucra- 
tive publishing contract 
with Eidos Interactive. 


Resources available to small developers are quickly 
approaching the level of big budget projects, simply 
because technology is becoming more affordable at the 
same time it’s becoming faster and powerful. While very 
few startups can afford two or three SGI workstations for 
modeling and animations, a good artist can achieve similar 
results from 3D Studio, a very affordable and relatively easy- 
to-use software package. While the budget may not allow 
for a dozen or more employees, contractors are plentiful, 
and can assist in every aspect of developing a game. 

Also available are multitudes of game development sys- 
tems, engines, and APIs which reduce the development cost 
and time allowing developers to focus on the game rather 
than many complicated programming tasks. Some devel- 
opers have graciously released code segments, even com- 
plete source code, to a game into public domain. This 
method of developmentis not right for everyone, but it ce 
tainly allows for quicker prototyping and time to market. 

Assuming certain standards also helps developers focus 
and complete their tasks. The vast majority of 3D game pro- 
posals being submitted to publishers are now targeted to be 
hardware only. This makes sense, as most of the games in 
development now are due in 1999 or beyond, when evel 
the most conservative publishers admit that 3D hardware 
acceleration will be standard. Going hardware-only allows 
a developer to forgo the tedious and difficult task of creat 
inga software rasterizor and focus on special effects that cal 
be accomplished in a quick and spectacular mannet 
ee reecate Focusing on a single platform (like 

also allows for less compatibility problems, a" 


ae for more hardware-specific features and specia 
effects. 


3Dfx To The Rescue 


This is exactly the sort of environment 
which makes 3Dfx's hardware shine. It's no 
wonder that 3Dfx's dedication to these devel- 
opers is so obvious. The company has released 
their Glide source code and software develop- 
ment kit to the public in hopes of fostering inde- 

endent developers. They provide the same 
documentation and drivers on their public web- 
a site as they do on their pass- 
Cre word protected develope 
area, which is only available 
to registered Total Immer- 
sion developers, their offi- 
cial developer program. In 
addition, they sponsor a 
newsgroup catering to Glide 
and other development APIs 
available to the public. 

There was a huge 
amount of argument at 3Dfx 
when the public distribution 
of Glide was first proposed. No company had ever taken the 
step to freely give away their API, and 
there was much concern about losing 
control of the code or having other 
companies come along and “borrow” 
key elements of their core technology. 
And yet, once Glide was put out there, 
all manner of software came up. People 
started creating their own Glide-based 
screen savers (a favorite is the beautiful 
Voodoo Lights), software demos, and 
the beginnings of new games. RayLand 
came to 3Dfx’s attention during ECTS in 
London last year, when the group came 
to 3Dfx’s booth to show off Mad Trax. 
They told the company that they had downloaded Glide 
from the web site, bought a Monster 3D at their local com- 
puter store, and began programming in Glide, which they 
quickly grew to love for the ease and power of the language. 
Glide has proven to be a fast and effective tool for small 
teams, as the effects available are well-documented and 
€asy to use, and Voodoo chipsets can make just about any- 
thing look good. 

A visit to the 3Dfx booth at any tradeshow promises to 
reveal the latest and greatest content from independent and 
established developers alike. In this issue is a page from 
3Dfx saluting their efforts and the titles they are creating. 
3Dfx realizes that the next id Software could be forming just 
about anywhere in the world, and wantto help those teams 
realize their full potential. Developers constantly rave about 
3Dfx's level of assistance, not only in technical and devel- 
opment areas, but also helping the smaller developers to 
establish industry contacts and promote their company and 
title, 








Total Immersion’ 


3DFx Interactive Developer Program 


DEVELOPERS both large 
and small can seek assis- 
tance and advice directly 
from 3Dfx through their 
Total Immersion develop- 
ers program. 


company, 


*PROBE began life as a porting house for Acclaim; but has just 
recently released their first original PC title: Forsaken: 


"We actually have 
more resources at 
our disposal now 
than at aan eee 


we focus our 
resources on 
development." 


—Rob Huebner, Nihilistic 
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Can A Small Developer Still Make It? 


There are hundreds of these small developers out there. 
Some projects never get beyond the concept phase, while 
others go through to completion but live their life in obscu- 
rity or suffer from poor distribution. Many make deals with 
larger companies, and are released without the full atten- 
tion they deserve. Yet there is always that holy grail, that 
wildly successful game that proves it can be done by a small 
developer. That lure is tempting, and draws more teams 
together every month. 

Small developers can survive the onslaught of big-bud- 
get games by utilizing the strengths inherent in their size. By 
having fewer members on a team, there are less voices 
clouding the vision, and each person is 
usually totally dedicated to the cause. By 
having less resources available, a small- 
er team can really learn the limitations of 
the software and hardware that they’re 
working with, usually with amazing 
results. Remember, having a huge staff 
and lots of dollars isn’t always a benefit 
to a game. Just look at Stonekeep from 
Interplay, for example: years spent in 
development, a huge team and a mas- 
sive budget couldn't save the game. The 
reality of the current situation is that a 
game can be created, designed, pro- 
grammed and completed on a few Pentium-powered PCs 
with Voodoo accelerator cards. 

In Rob Huebner’ opinion, “I don’t think there's a down- 
side to being small. Obviously, you want your publisher to 
be as large as possible, but internally, when you're devel- 
oping a game, there's no question that smaller is better. We 
actually have more resources at our disposal now than at a 
larger company, because we focus our resources on devel- 
opment.” 
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:ACCLAIM'S former 
porting house goes 
wild with their 
first original 
title... 


Until recently, Probe was a veritable unknown in the PC 


| gaming community. On tlie console side, however, Probe has been 
| responsible for numerous licensed titles, such as Alien Trilogy, and 
| arcade ports, ost notably Mortal Kombat 1 & 2. After being mired 


in console development for fourteen years, Probe is finally ready to 
set the PC end of the spectrum on its ear with its first PC title, 
Forsaken. A zero-gravity blast-fest in the vein of Descent, Forsaken 


| marks the entrance into a new territory for both Probe and their 


| publisher/owner Acclaim — original content on the PC. 

Probe's baby-steps in the PC arena are shaking the industry 
up, however — Forsaken is a 3D-accelerated technical marvel that 
promises to be as fun as it looks. While Forsaken does support 
Software rendering, it really shines when used with 3D acceleration. 
Forsaken features native 3Dfx support, as well as Direct 3D and a 
handful of other native support drivers. Forsaken is easily one of the 
Voodoo family’s most beautiful games, thanks to blazing fast frame 
tates and mind-boggling light-sourcing. Combining high speed 

| gameplay, dizzyingly explorable 3D environments and a panoply of 
power-ups with strategic uses and sheer boom-potential, Forsaken 
could be one of this year's biggest multiplayer successes. 

We got a chance to talk with Tony Beckwith, Director of 
Development at Probe, Tony got his start at the age of 15, 
programming for Cline Sinclair's ZX81 computers. In 1985, he moved 
to Telecomsoft where he tested and produced games, and began 
working with Joe Bonar, who is now Probe's other director of 
development. After leaving Telecomsoft in 1988 for a four year stint 
at Mirrorsoft, Tony came to Probe in 1992 and has since worked on 
Alien 3, Forsaken and Batman and Robin. 


Se ee 


Voodoo: In the past, Probe made its name through quality console ports 
such as Mortal Kombat and licensed games. Now Probe has taken its first 
steps into original content development. When did the company switch 
gears, and what prompted that switch? 


TB: Several months after we were bought by Acclaim we made a 
conscious decision to channel some of our resources into original game 
development. It was something that we had always wanted to do, but 
we didn't really have the financial clout to back such a change in 
direction. Once we became part of the Acclaim group, we were then 
given the funding to start on some ambitious projects. The first of these 
was Extreme G on the Nintendo 64, which came out in late 1997, and 
was a huge success. Now we are releasing Forsaken across 3 formats - 
PlayStation, Nintendo 64 and the PC. 


Voodoo: With the world ogling Forsaken the way itis, will Probe's stance 
on licensed games change? 
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- 
TB: We will still do licensed games, although we won't be 100% 


licensed. Our latest license game, Batman and Robin for the PlayStation, 
should be out fairly soon. 


Voodoo: How long has Forsaken been in development, and what was 
the inspiration for the game? 


We've been working on Forsaken for two years. When we started, 
Acclaim had just bought a comic company and, at the time, we wanted 
to do a game that could be made into a comic, kind of like Mortal 
Kombat. It hasn't happened yet, but if the game is popular enough, you 
never know... 


“ONE of the new reasons to own a JDfx card” 


Voodoo: Many critics on the ‘net say 
that Forsaken is little more than 
Descent with light-sourcing. What's 
your take on this, and what makes the 
two games different? 


TB: Yeah, and Duke Nukem 3D is 
exactly the same game as Doom. | 
think if people take the time to look 
beyond the screen shots and look atthe 
actual depth of the gameplay, they will 
see that we have done for the Descent genre what Duke Nukem did for 
the Doom Genre. 


THE Assembled 
Forsaken team 


Voodoo: How is Probe addressing the issue of Internet lag time in 
Forsaken? Doing anything special? Some games have a hard enough time 
transmitting 2D coordinates, let alone 3D ones, yet Forsaken seems faster 
than anything out there, in terms of multiplayer speed. 


TB: We group packets together and then broadcast them in "bigger 
lumps" in order to minimize size overheads. We also havea lag tolerance 
setting which allows the user to determine if damage is decided by the 
player receiving the damage or the player giving the damage — the first 
is better for lagged Internet play, whereas the latter is better for more 
immediate LAN network play. Finally, we allow players to set short 
packets. This helps with bandwidth, but has a slight effect on accuracy. 
By making everything customizable, | think we'll please everybody. 


Voodoo: Forsaken will appear on a number of platforms, and some of the 
game's features would indicate that the game was developed for both 
console and PC from the beginning. Do you think this will affect the 
game's target audience at all? 


B: The game started out on PC, and the 

first year was spent developing multi- 
player, LAN and online play. In the 
second year, we started on single player 
and the PlayStation and Nintendo 64 
versions. To be honest, | didn't think that 
it was so obvious that the game is multi- 
platform. | thought that we had managed 
to keep most of that transparent. 
The only give-away might have been that 
the PC features restart points which the 
player returns to when he dies, an 
obvious console trademark. But then the 
PC also allows the player to save 
whenever he or she wants, which is a 
must- have for all PC games. So in a way, 
it gets the best of all worlds. 


Voodoo: What's your view on PC-to- 
Console ports and vice-versa? How will 
Forsaken's graphics and gameplay 
change from incarnation to incarnation? 


'B: | strongly believe that you start on 

the most powerful platform and port 

DOWN. Years ago we did Mortal 

Kombat 2 on systems like the Genesis 

and the Gameboy. | think those systems ee 

Were pushed harder than they had ever been because they were stretc 

‘okeep up with the powerful arcade version. Those versions would never 
ave been as good as they were if it hadn't been for the arcade ear 

— the programmers ended up doing things on the Genesis and the 

Gameboy that even they didn't think was possible. , 

Now we are coding games on the PC, the first of which will be Forsaken, 

because we believe current and next generation PC's and accelerators 

are far superior to the power of the consoles. By creating our games Si 

the PC first and then porting down to PlayStation and Nintendo 64, 
Delieve we are pushing those machines harder than ever. 


*PROBE has gone overboard with DirectX 
lighting effects- 


Voodoo: Having leaped into the PC market, will future Probe titles be 
developed with a multi-platform approach from the start? 


TB: Yes. By releasing a title on multiple formats, we can reach a broader 
audience and make our games available to more people. | also believe 
that we push the PC harder than any other company, which in turn 
pushes the consoles harder than they have ever been pushed. Just look 
at Forsaken on any of the formats and you will see what I mean. 


Voodoo: What kind of effort is involved in porting Forsaken to these other 
platforms? 


TB: It's a nightmare development scenario! The consoles have to be fully 
maxed out and optimized to the hilt! 


Voodoo: If you were to design a 3D chipset, what would you add to the 
current array of features, besides obviously increasing poly-pushing 
capability and higher resolutions? 
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j ver — ed.) Once again 4. 
do — just slower! (a whole lot slower — ec Bain, th 
sites eeean to detail levels — on the software version you have tg tum 1T’S @) NCE AD IN THE 
all the settings down if you want a fast framerate. 
ee THEATER 
Voodoo: What role will AGP play in the future o 3Dg 8 in your 
view! Is the current speculation more hype than reality? Does Probe have OF BA E 


plans to take advantage of AGP in the future? 


TB: As it becomes more mainstream, | think we'll give it more SUPpor, 
Keep an eye out for our next-generation PC titles. 2 


Voodoo: As 3D gaming grips the PC market, and console-to-PC Ports ) 
become easier and easier, do you see convergence as a future Possibility AN 3) G OT ond 
despite the current market distinction? | 
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TB: Nope— because of its infinite upgradability, we think that the Pc will 

always stay ahead of the consoles. The closest thing that's happening to ; 
your "convergence" analogy is Sega's Katana, which we see as a pN 

PC/console hybrid. | don't think Sega will be short of a few titles when 

they launch because it will be so easy for quality PC development teams SEAT 





to port to this system. 








Voodoo: Do you think 3D is established beyond the bandwagon Status, 
*ONE Of the several 1s or is today's flux of 3D games a kneejerk reaction similar to the FMV. 
Characters shown A \ Gas, m=. craze of the early 90's? If not, when do you think it will be a trul 
Banracoucept, to J a established platform and not just a quick way to guarantee sales for a 
render to gameplay- = earer 


TB: We never really got into the FMV thing, as we couldn't see where the 

TB: Compatibility with some really, really good 3D glasses. Fully interactivity was in those things. I think Probe is very much an action 

immersive technology still hasn't got itself sorted out yet, but it'll getthere oriented company — lots of speed, weapons and sci-fi. You've got to have 
eventually, maybe in years or even decades, But when it does, it will Sci-Fi! | think 3D was a natural progression for the industry, but 

really heighten the experience. only once the technology was developed enough. I'm sure VR is the next 

progression, but only after that technology has been perfected properly. 





Voodoo: Without getting too technical, what features would you add to 
Microsoft's new Fahrenheit programming APIs? Do theyneedtobemore Voodoo: With 3D established, then, do you think 2D is dead? 
programmer friendly, as anti-D3D people like Carmack would suggest? 


7 = 


TB: I'm sure there's still plenty of scope for 2D games. It's kind of like 
TB: That'll get too technical. . . We've never color photography. Once that was developed, it didn't 
ea the ones calling out for features. While necessarily signal the death of black and white 
others were bitching and moaning about a + ox photography. Initially, color gets overused and it 
Direct3D, Wwe were busy getting right deep We bel vs becomes the mainstream, but then there are times 
ee tand Snes Be out of it. At as current and neXt  whenitis right to go back to black and white if it gu 
ene oF the day, we'll take whatever it's got an ‘ : what you are doing. | think the same applies to 2D an 
work out how to get the best out of it. generation PC's 3D ore you are talking abourvides ees 
é . and & Ors 
Voodoo: The 3D accelerator Market is diac celerat . 2 Voodoo: Will Probe develop only 3D games in the 
exploding, seemingly with new chipsetsbeing are far s UDELTIOL future, oris2Dstilla possibility? 
announced on a weekly basis. As chips become to th P 
ae ae ote Hoey now do peers & power of TB: We like action games here and find that polygonal 
ola Bees de fae ; fe ay no a the consoles" 3D Is pretty good for this. If we were doing a strategy 
y aim at the start of a Or resource management style game, then maybe We 


project? F _ ARE 
ree ale THE DEFINITIVE SIMULATION OF MODERN GROUND WARF 


TB: Scalability is the main issue, implemented with lots of detail level Voodoo: i i eas 
switches and slider bars. On Forsaken, we knew that there would be anyway? eee Beeps ee ‘3 wae a 
people running the game in software and people running the gameon you're wonderin -ed . feabeiiennae er er 
powerful setups. The goal always was to make the game very scalable so ei 
that as we got more powerful machines and accelerators, we could turn 
the detail level up. One example of this is the slider bar for smoke trail 
detail in Forsaken. In the early days, we always had this turned down SO Voodoo: Havin 
that only a few puffs of smoke would trail out of missiles. Now we turn it graphics, what! 

all the way up and you get big long trails of smoke pouring out of the back : Far East, the Balkans and Central es hat will blow you away. 

* Face off against the enemy in a multiplayer battle tha 


of missiles as they g0 screami th t — > 
yg ming through the tunnels. TB: Oooh....ttricky one. Um, er...Forsaken 2, anybody? q * Bring a whole new dimension to the special yeen 2urDr PROSE TOON | 
Veodoo: How lon effects with a 3Dfx graphics accelerator. ie SS fErae 


‘ ig do you think it will be before the token software Voodoo: Anythi F ; i in| 
rendering present in many of today's hottest games fades away forgood? Forsaken eee ine} sa me the interview witli 
How much does leaving a game open to software rendering hurt an ‘ s Bib eenerals 
engine's performance? 





‘ . ) mi 
From the creators of the award-winning classic M7 Ee Seca i: 
armored land combat simulation anywhere in the world. 


g IS hyper real. The detailed cockpits, the tl ermal view th e 
, the trees a id even th 
e thi 


TB: You've obviously never worked at Probe! e ne y ! J oar : 

‘ eli that intelligently hide behin : BA Fe 
* Be ae conftelg “am M1A2 Abrams tanks in both the oe of oe fe 
* Command platoons in dynamic campaigns set in Gulf War Il, 


ig taken an industry-landmark step into the realm of 3D 
S next for the Forsaken team? 


— 





Yep - watch out for even more PC titles from Probe in 1999. We'@ ws 45. Vi 


TB: Itdidn' i enna ipu Available on Window 
TB: It didn't hurt Forsaken one bit. Our software renderer can do anything B pestnat envelope harder than anybody else! : Vallab ' y 
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Glossary 


30 Terms For Everyday People 


"So what's your fps if you are running 2 Voodoo 2s in SLI with V-sync switched off" If you have no idea what that means, don't 
be ashamed; the person who just posed that question to you probably doesn't understand either. With each hobby comes it's own 
vocabulary, and 3D gaming (especially Voodoo gaming) is no different. If you want to keep up with what your fellow gamers are 
saying, you've got to speak the language. Some of these terms are required if you want to understand more of the complex 3D genre 


and the games that we cover in our magazine. 


Don’t be intimidated; the basics underneath most of the 3D terms and applications are really not much more complicated than 
your high school geometry class. Just remember that it’s all about the relationships between points in space and the lines that connect 


them, and you should be okay. 


To geta good first-hand understanding of the different 3D applications and techniques, surf over to 3Dfx’s web site and download 
a couple of their demos. The best demo to grab is the aptly named Donut Demo, in which you can play with a textured 3D circular 
object, turning on and off various features, and experimenting with lighting. Also, Wizard’s Tower, Gran Bleu (Flipper) and Valley of 
Ra (Fight) can help you understand things like alpha blending, bi-linear filtering, MIP-mapping, fog, reflections, and a host of other 
features. All the demos can be found at http:/Avww.3dfx.com/download/demos/index.html 


a 


AGP: stands for “Accelerated Graphics Port.” According to the AGP 
Implementors Forum (www.agpforum.org), AGP is “a new platform 
specification that enables high performance graphics capabilities, 
especially 3D, on PCs at mainstream price points.” The AGP slot also 
runs at a faster speed than the older PCI bus: 66MHz versus 33MHz. As 
a way of processing graphics, AGP lets developers use the computer's 
main memory to cache larger texture maps, as well as handle z-buffering 
and alpha blending (AGP Voodoo 2 cards will not take advantage of this, 
butit’s likely that future 3Dfx products will). 


Aliasing: Rendering artifacts that occur when a continuous function is 
discretely sampled or sub-sampled. Two common types of aliasing are 
polygonal aliasing and texture aliasing. Polygonal aliasing is a rendering 
artifact that occurs when rasterization applies color to a pixel without 
considering how much of the pixel is covered by the triangle. Along the 
edges of the triangle, only a portion of the pixel is likely to be covered 
by the triangle. An aliased triangle will have jagged edges. Texture 
aliasing is a rendering artifact that occurs when a texture map is not 
sampled frequently enough, or when the texel area covered by a pixel 
is not accounted tor. Aliasing is evident in the “stair-step” effect you 
sometimes see on diagonal lines, or the strange moire patterns that crop 
up in games like Jedi Knight or Need for Speed 2 SE when you move past 
Straight lines. See Anti-Aliasing. 


Alpha Blending: The most common, and one of the most important, 
forms of blending (see Blending) in 3D accelerated games. Alpha 
Blending is used primarily to create visual effects like transparency 
(water or glass), translucency (artifacts that partially obscure objects, 
such as smoke, clouds or explosions), lensflare and reflections. 


Ambient Light: One of the components of a lighting model. Ambient 
light seems to come from all directions, rather than from a specific 


source. Back lighting in a room is an example — it scatters in all 
directions after striking a surface, as does diffuse light. 


Animation: Generating and displaying a scene as the viewpoint and/or 
objects change position to give the illusion of motion. 


Anti-Aliasing: Techniques for eliminating the stair-step jaggies on lines 
and edges (see Aliasing). For polygonal aliasing, a rendering technique 
that accounts for fractional coverage of a pixel when assigning it a color, 
thereby reducing or eliminating the jagged edges that characterize an 
aliased rendering. For texture aliasing, a rendering technique that 
accounts for the areas of texels covered by a pixel. 


API: “Applications Programming Interface.” An API is a set way of 
performing tasks for particular applications. The most prevalent API 
you'll see written about in Voodoo is DirectX (specifically the Direct3D 
component), which is the way Microsoft wants games to talk to it's 
Windows environment. There are many different APIs for different 


functions, such as Silicon Graphic’s OpenGL or 3Dfx’s Glide. See Glide, 
Direct3D and OpenGL. 


Back-Face Culling: The process of eliminating rear-facing triangles. A 
triangle has two sides, front and back, with only one side visible at a 
time. When you draw a three dimensional object, there are portions of 
that object that are not directly visible on the screen, Back-face culling 
determines which side is visible, and eliminates the rear triangles before 


they are rendered, cutting down on Processing time. Also known as 
“polygon removal.” 


Banshee: The second generation 2D/3D Voodoo combination from 


3Dfx Interactive. Estimated release early '99. Look for more information 
in future issues. 


Bi-Linear Filtering: A technique for choosing the texel color to apply to 
a pixel during texture mapping. The weighted average of the four texels 
nearest the pixel center is used, blending the colors together for a 
smoother appearance. The result is a slightly fuzzy blur. As you walk 
towards a wall in a game, bi-linear filtering smoothes it out, where in the 
software version, the textures would become chunky, 


THESE close-ups from the Wizard's Tower demo 
show the difference in a scene when you turn 
bi-linear filtering and mip-mapping on 
(left) or off (right). 


Blending: When two triangles overlap in screen space, a decision must 
be made about the color of the pixels in the overlapping area. Blending 
is a technique for reducing the two colors to one, usually as a linear 
interpolation of the two candidates. Alpha blending is the most common 
usage, allowing for explosions and transparencies among other uses. 
See Alpha Blending. 


Bump Mapping: As simple as it sounds, Bump Mapping gives an object 
a rough textured appearance. As light passes over this texture, different 
shadows and reflections appear across the surface, which shift according 
to the lights movements and placement. For example, if you look ata 
rug while you're standing, it appears smooth and solid, a single unified 
texture. If you get down on your hands and knees and look across the 
top of the rug, you notice ridges and bumps, crevasses and shadows. The 
3Dfx Donut Demo is an excellent example of how bump mapping can 
be used. 


Chipset: refers to the key components of your 3Dfx, ie. the little pieces 
of silicon that make the thing work. Another way of referring to your 
Voodoo Graphics, Voodoo Rush, or Voodoo 2 card. 


Chroma-Key: A technique for removing pixels of a specific color, used 
to implementa "blue screen." 


Clamp: Forcing a value to lie within a specified range of values. This 
keeps small textures from “tiling” across a larger polygonal surface. 
Since clamped values are always set, a programmer cannot accidentally 
assign a strange value and freak out the Voodoo chipset. This reduces 
cracking in models if done correctly. On a technical note, Voodoo 
clamps to 1/16 of a pixel. 


Clock Speed: The internal rate of data movement between computer 
chips. 


Clipping: A visual distortion when part ofa 3D triangle goes outside the 
screen limits and the entire triangle disappears from the image. 


D3D: See Direct3d. 
Depth Buffering: Same as Z-Buffering. 


Depth Complexity: How many times overlapping pixels are drawn, For 


instance, in Quake, when a monster stands in the hallway, the engine 
first draws the hallway, then draws the monster on top of it. In games, 
pixels are drawn three to four times. 


Direct3D; A static API for 3D built into the Windows 95/98 DirectX 
system designed to run with all hardware and software (as in the song 
from Everclear, “you try to be everything to everyone”). 


Dithering: A technique for increasing the perceived range of colors in 
an image by applying a pattern to surrounding pixels to modify their 
color values. When viewed froma distance, these colors appear to blend 
into an intermediate color that can't be represented directly. Dithering 
may produce artifacts if not done properly. For example, when you fire 
a rocket down a hallway in Quake, you notice that the dynamic lighting 
trail along the walls is banded, not an accurate lighting model — this is 
a dithering problem. 


Double Buffering: This allows you to drawa second scene while viewing 
the first. Using two color buffers: a scene is prepared in one buffer while 
the previously rendered scene in the other buffer is displayed. When the 
rendering is complete, the two buffers are swapped and the rendering 
of the next scene can begin in the buffer that is no longer being 
displayed. This prevents flickering or tearing. See Single Buffering, Triple 
Buffering, and Frame Buffer. 


Draw In: An inferior game engine and/or video card will cause this 
visual degradation noted by not being able to display enough polygons 
on the screen at the same time. Also known as “pop-up”. 


Drop out: When a game engine makes an error in calculations and 
drops or loses a polygon from the environment, usually resulting ina 
black space where the poly should have been. 


Driver: a file, or series of files, that operate a piece of hardware in a 
computer. 


Engine: A game's main program. When Voodoo Magazine refers to a 
game engine, we're talking about the underlying code that runs parts of 
the game, whether itis the physics model or 3D display. 


Environment Mapping: The process of applying a reflection of the 
surrounding environment to a model. A shiny, reflective surface is 
applied across the polygons, which reacts to the environmental lighting. 
In Mad Trax, this produces the chromed appearance of the cars. In 
Ultimate R@ce Pro, environment mapping is used to reflect the clouds 
in the car’s rear window. The shiny, metallic surface of the T-1000 from 
Terminator 2 was the most correct usage of environment Mapping: as 
the T-1000 flows into the helicopter, the whole cockpit, including the 
pilot, is mapped onto the T-1000's skin. 


EDO DRAM: Extended-data-out dynamic random access memory. EDO 
DRAM is an older form of RAM used for memory, but is expensive, Chip 
manufacturers are attempting to incorporate SDRAM, which is cheaper, 
but less effective. 


FBI: Frame buffer interface. This is where colors are stored before being 
sent to the monitor. The screen image is created in the FBI, which also 
handles triangle set-up and gouraud shading. 


Fog: A rendering technique that simulates 
atmospheric effects such as haze, fog, and 
smog by fading object colors to a background 
color based on distance from the viewer. 


*HEAVY fog in the Valley of Ra- 


6& - 3D GLOSSARY 


Woopoo - i 





tAS you add more triangles, a polygonal object 


go from 50 polygons to 20,000. The texture map and bump-map 


FPS: Frames per second. The number of times your monitor draws a 
screen. Often mistakenly referred to the speed of the game, it actually 
refers to the smoothness. 


Frame Buffer: The memory used to hold pixels. Ina Voodoo system, the 
frame buffer is accessed by the FBI chip and can be used for up to three 
color buffers. In single or double buffer mode, the auxiliary buffer can 
optionally be used as an alpha buffer or a depth buffer. The actual 
physical location of the memory used by the FBI. Voodoo 2 cards can 
have either 2MBs of frame buffer or 4MB. The more memory you have 
in your frame buffer, the larger the size of the resolution you are able to 
display on your screen. See FBI. 


Frame Rate: See FPS. 


Fill-Rate: How fast your system can place pixels on a screen. For 
instance, if your monitor is set for a resolution of 640X480, that means 
that your monitor will have to draw 307,200 pixels to fill the screen. You 
want all those pixels to move at 30 fps to simulate movement, which 
means that your computer will have to generate and draw all those pixels 
thirty times before you can blink. Multiplying the number of displayed 
pixels by your desired frame rate gives you your fill rate — in this case, 
9,216,000 pixels, which is usually referred to as 9 Mpixels. A Voodoo 2 
card is capable of displaying up to 90 Mpixels per second. Rendition, 
for example, can sustain 20 Mpixels, which means that a game like 
Quake will run around 20 fps. 


Flat Shading: The most basic form of adding color to a polygon, a single 
color runs across the entire poly. Flat shading is used in the first Virtua 
Fighter to add color to the models, which is why they appear so blocky 
and Lego-like. See Gouraud Shading, Phong Shading. 


Glide: The 3D API native to Voodoo, which speaks directly and 
specifically to the 3Dfx chipset. 


GLQuake: The OpenGL-accelerated version of Quake. 


Gouraud Shading: Colors are assigned to the vertices of a triangle and 
linearly interpolated across the triangle to produce a smooth variation 
in color. This smoothes out the look of the polygons, producing a series 
of transitional colors across the face of the poly. Also called “smooth 
shading,” it is the next step up from flat shading. Virtua Fighter 2 used 
Goraud Shading to eliminate some of the boxy appearance of the 
fighters. See Flat Shading, Phong Shading. 


Graphics Card: A device or devices in a computer that creates the visual 
information for the monitor. 


Graphic Interpolation: the process of scaling between low detail and 
high detail by interpreting the polygon parameters. 


LOD: Level of detail. The difference in textures when objects are at 
different distances or scales. LOD varies the detail of a texture according 
to the distance. See Mipmap. 
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becomes more complex- Here you see the Donut 
ping are added in the last shot. 


Magnification: If a texture-mapped screen pixel is smaller than a texel, 
magnification techniques are used. See Mipmap and Minification. 


Minification: If a texture-mapped screen pixel is larger than a texel, 
minification techniques are used. See Mipmap and Magnification. 


MIPS: Millions of Instructions Per Second. A term, usually preceded by 
a number, used to denote how fast a piece of hardware is running. 


Mini-GL: A nickname for the limited OpenGL driver used to run games 
based on the Quake engine for Voodoo cards. 


Mipmap: A pyramidal organization of gradually smaller, filtered sub- 
textures or an individual texture map within the set, that is used for anti- 
aliased texture mapping. For example, to simulate a plane approaching 
your point of view, an artist would start by drawing one small plane for 
the distant view, then a series of the same object, ending in a much larger 
and more detailed plane for the moment it passes you. Mipmapping 
swaps in the different-sized objects to simulate the movement towards 
you. 


Multi-Texture: Method of combining two different textures to create 
special effects (projected textures, detail textures, shadow maps, etc.). 
The Voodoo 2 chipset is unique in that it can combine textures with no 
performance penalties due to the architecture's second texture memory 
unit. 


OpenGL: A non-proprietary API originally developed by Silicon 
Graphics Inc. for use with 3D hardware, which developers can easily 
build or add on to. 


Overclocking: The process of turning the clockrate on a processor higher 
then the manufacturer's recommended setting. By overclocking a 
chipset, you can achieve faster speeds at the risk of overheating and 
damaging the chip. 


PCI: The bus in a PC that connects the host CPU and the peripheral 
devices, including Voodoo boards. 


Perspective Correcting: Synching turning triangles and textures on top 
of those triangles in line and avoiding distorting the image. As you move 
closer to an uncorrected texture, the pixels become large and distorted. 
Perspective Correcting makes sure that textures look the same at any 


viewing distance. Perspective correction reduces warping most 
noticeable in straight or parallel lines, 


Phong Shading: The next level of shading above Gouraud. Phong 
shade iene certain pats ofa polygon, applying light evenly across the 
suriace of the texture. Phong shading is a very complex lighting model. 
See Flat Shading, Gouraud Shading’ Te 
Point Sampling: In the context of Voodoo texture mapping, choosing the 


texel nearest the pixel center, Taking a texture and anplyi | 
rie ee part ? ing to a polygon 
with no filtering. 8 plying to a polyé 


Pop-Up: See Draw In. 


Rasterizing: The process of applying a texture toa polygon, the last step 
in rendering. More commonly referred to as “drawing.” 


Rendering: The process of converting triangles into bits in the frame 
buffer, applying texture mapping, alpha blending, depth buffering, etc. 
Rendering is what Voodoo does. This is the entire process of drawing a 
screen on your monitor. 


Resolution: The amount of pixels ina computer screen. 


RGBA; Red, green, blue, and alpha. Individual colors blended together 
to form a whole screen. 


Single Buffering: Rendering one scene at a time into the color buffer as 
itis being displayed. 


Scan-Line Interleave (SLI): When you connect two Voodoo 2 cards ina 
single system, they split the work-load of drawing a screen between the 
two chipsets, one drawing all the even lines while the other draws the 
odd. This not only doubles your frame rate by reducing the work load of 
the chipsets, but also doubles your fill rate, which means that higher 
resolutions can be achieved. 


Specular Light: One of the components of a lighting model. Specular 
light comes from a specific direction and bounces off surfaces in a 

referred direction as well. t models the shininess of a surface. Think of 
it as “fake” Phong shading, which lights only specific portions of a 
texture, like shining a flashlight on a surface. In Wing Commander: 
Prophecy, specular lighting causes the sun to gleam on the hull of the 
ships. 


SST: The original project name for Voodoo. Taken from the first letters of 
the last names of 3Dfx's founders: Smith, Sellers and Tarolli. 


Strips and Fans: Ways to represent multiple polygons with less data ata 
faster speed. By adding one single vertex to a polygon, you can quickly 
create another. 


Subpixel Correction: Adjusting the vertex parameter values (x, y, Z, W, 5, 
t, red, green, blue, and alpha) to lie at the center of the pixel rather than 
somewhere else. The result is very accurate rendering. 


Texel: Texture element, one pixel of a texture. 


Texture: A one- or two-dimensional image that is used to modify the 
color of a triangle and add realism to the scene. You might map a brick 
texture onto a set of triangles that represents a wall, for example. 


Texture Mapping: The process of applying a texture to a triangle. 


>THE Valley of Ra demo before and 
after texture mapping- 


Texture Memory: Memory used for storing textures. On Voodoo 
Btaphics system, this memory is accessed by the TMU. 


Texture Morphing: Allows animated textures or video textures to be 
applied to a 3D surface. 


Texture Palette: Colors that go into a texture. 16-bit color means that 
65,000 colors are available; 8-bit means that only 256 distinct colors 
can be used, 


TMU: Texture Mapping Unit. This is the part of the chipset in which 
textures are applied, filtering takes place, chroma-key happens, and all 
the other effects that Voodoo produces. The chip takes the data from the 
texture memory and then sticks it into the FBI. See FBI. 


Triangle: The Voodoo system's rendering primitive. The most basic 
geometrical form, three connected points in space. With enough 
triangles, you can create an object, from a circle to a space ship. 


Trilinear Filtering: A more advanced technique for blending texels 
between two levels of detail to avoid mipmap banding. See Bi-Linear 
Filtering. 


Triple Buffering: One possible use of the auxiliary buffer. Three drawing 
buffers are in use, one being displayed, one waiting to be displayed, and 
one being rendered into. Allows the software to store more textures. 


Voodoo: 1) The best 3D gaming solution for your computer, 2) A kick- 
ass gaming magazine from Dimension Publishing. 


Voodoo Graphics: The first generation 3D-only Voodoo technology from 
3Dfx Interactive. 


Voodoo Rush: The first generation 2D/3D Voodoo combination from 
3Dfx Interactive. 


Voodoo 2: Second generation 3D-only Voodoo technology from 3Dfx 
Interactive. 


Vertex: One of the corners of a triangle. It has x- and y- coordinates and 
a set of attributes: an RGBA color, a z-value indicating depth, s and t 
coordinates for texture mapping, and a w-coordinate for perspective 
correction. 


V-Synch: Synchronizing the number of frames drawn per second with 
the refresh rate of a computer screen. This keeps the picture clearer with 
less tearing of textures. Turning off v-synch allows games to run much 
faster with the possibility of visual degradation. 


W-Buffering: A much more precise way of storing depth values to reduce 
the amount of pixels drawn on a screen. W-buffering allows for decimal 
positions within the set values, allowing for greater accuracy in placing 
and drawing objects. Voodoo is one of the very few architectures that 
can process W-buffering. See Z-Buriering. 


Z-Buffering: Removing polygons from a scene that aren't visible to 
improve performance. Every object in a game is assigned a depth value, 
which is stored in the Z-buffer. By using z-buffering, the computer 
checks each object's value, then doesn’t have to draw it if hidden from 
the camera viewpoint. There are 65,536 set on-screen positions for Z- 
buffering, which can only be whole numbers. Not as powerful as W- 
buffering. See W-Buffering. 


By Dave Whittle and Chris Kramer 































very once in a while, a game comes along that 2 
Fisay exceeds our expectations, and at the same time 
redefines a particular genre. Activision's Battlezone 
takes action/strategy games to a level so high that no 
current game can touch it, much less surpass it. 
Showcasing mind-blowing graphics, incredible sound, 
flawless control and incredible depth, Battlezone will 
take players on an explosive ride, where you not only 
need a quick trigger finger but a brain as well. 

Building on the game's original premise (yes, 
the classic arcade game with the green vector 
graphics), the fantastic storyline for the new Battlezone 
transports players back to the 1960s, where players 






full, unrestricted control over their troops in the first- 
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standard. You can't help but be amazed at the vast _ ith tight control, makes for an exciting gaming experience. 
3D environments. Using a 3Dfx card, the graphics 
in Battlezone are pretty spectacular. The detailed 
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"you just might get it." Once little more than a distant 
dream, the high-fidelity flight models and exhaustive 
implementation of onboard systems in today's modern 
fighter sims have become a double-edged sword to the 
gaming community at large. While endearing themselves 
to the hardcore simulation fans, these technologically 
enhanced titles have simultaneously alienated 
mainstream gamers who just want the adrenaline rush of 
hopping into a cockpit and smoking some bandits. 
Oh, for the days of those classic MicroProse sims, 
where all | needed to know was F for flares, C for chaff, 
who | needed to kill and where | could find 'em. 

Sid Meier's original F-15 Strike Eagle (1984) was 

just such a bird —a staggeringly simple sim that put 
your imagination to work as well as your brain. The 
1989 sequel, F-15 Strike Eagle ll, added 3D graphics, 
multiple internal and external views, takeoffs and 
landings and multi-player support but never lost sight 
of the goal put forth in the game's Design Notes: "We 
put everything in that's fun and left everything that's 
tedious or boring out." 

Still, as each new simulation pushed the 
envelope of what was possible, the yearning for what 
else might be possible wasn't far from anyone's 
mind. When Andy Hollis and his team delivered 
1992's F-15 Strike Eagle Ill they broke that envelope, 
both from a graphics standpoint and in the overall 
complexity of the simulation itself. And that's when 
they started to lose me... 

To quote again from F-15 II's Designer's Notes: 
‘We tried to imagine what a fighter pilot would like 
most to have in his jet, and what parts of his job he'd 
most like to forget; we wanted realism only where 
realism is fun." An admirable goal but one that's been 

systematically subverted by the whining demands of 
the "realism" junkies in the flight sim community. The 
same bits of bother that a real pilot finds monotonous 


: B: careful what you wish for...," the saying goes, 
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are the ones that the wannabees just have to have. 

Fortunately, Hollis and Co. have found a 
comfortable patch of common ground in Jane's F-15 — 
for all intents and purposes Strike Eagle IV — whose 
rousing battle cry is "Up and flying in five minutes!". F- 
15 is a truly wonderful simulation and one that has 
already been warmly embraced by the realism zealots 
(realots?). But what can you, the game players, expect 
to get out of it? 

Well, right from the start you're asked how you 
intend to play, casually or as an expert. After 
sheepishly conceding that you'd rather start out by 
having fun than by memorizing the 350-page Expert 
Flight Manual and extensive key guide, the Casual 
Play option installs relaxed realism settings and 
simplified keymaps, painlessly documented in a 
merciful 32-page Casual Play Guide. Regardless of 
install type, you're free to tinker with all settings from 
within the game. 

Sporting Glide support right out of the box, F-15 
boasts some of the most impressive visuals I've ever 
seen. Missiles leap from their rails in a blinding flash, 
trailing thick translucent smoke; vapor cascades off 
control surfaces in high-G maneuvers; stars twinkle in 
the night sky as you watch your AGM-65s home in on 





Psoftware mode 






their targets (just like on CNN!) via infrared images in 

your Multi-Purpose Displays; shock waves radiate as 

secondary explosions ignite and the most beautifully 
rendered Strike Eagle ever beats her wings effortlessly 
in graceful egress. 

But beneath those flashy graphics there lies a 

significant simulation engine. Like its predecessor, 
Longbow 2, F-15 is designed to ease you into the 
rigors of Expert play by building your confidence in 
the Casual mode. A comprehensive Training 
syllabus walks you through all aspects of predatory 
avian lore, from takeoff, navigation and landing to 
individual A-A and A-G weapon skills, in-flight 
refueling and tactical command of your wingmen. 
This isn't one of those you-against-the-world 
deals. You're part of a team up there and you've 
got to think team tactics if you're to ultimately 
succeed. 

All of F-15's menus are elegant and intuitive, 
with plenty of pop-up help text and loads of 
options. The cockpit is completely functional, 
using mouse control to access the myriad buttons 
and switches. Although you lose this functionality 
when you switch to the smooth-scrolling Virtual 

Cockpit, everything is also mappable to any 
controller button or Direct Input device. 

Since the F-15E is a two-man aircraft, you can 
also hop into the back seat (the Weapons Systems 
Officer sits behind the pilot) and fiddle about. If 

doing the job of two crew members doesn't violate 
your Rules of Realism you'll find this quite helpful, 





particularly in Expert mode, where those 
four extra MPDs come in mighty handy. If not, the WSO's Al 
isn't too shabby. 

Make no mistake, though — even in Casual mode F-15 
is no arcade romp like its coin-op cousin (where you could 
refuel your aircraft by blowing up tanker trucks). You may 
be "up and flying in five minutes," but any illusion of 
surviving campaign play without paying the requisite 
realism dues is going to be a rude awakening. 

While you can approximate the more forgiving 
atmosphere of simulations like NovaLogic's F-22 Raptor 
or EA's Fighters Anthology, you'll find that valuable cheats 
like Unlimited Ammo and Invulnerability are unavailable 
during campaigns (of which there are two: a recreation of 
Operation Desert Storm in Irag and a 20-minutes-into-the- 
future affair in Iran). Instant Action and Single Mission play 
are fun, but sooner or later you're going to crave the long i} 
term commitment of a cohesive genocidal crusade. 

F-15 also includes a powerful mission builder and 
astoundingly half-assed Multi-Player support. Unlike Strike 
Eagle Ill, Jane's F-15 has no cooperative mode — neither 
Player/Wingman nor PiloWSO. Inconceivable! It's head- 
to-head deathmatch or nothing, I'm afraid, and there's not 
even a utility for saving opponents’ phone numbers. 

Still, if you've had your fill of F-22 sims and just can't 
wait until Falcon 4.0 finally rolls out of the hangar, Jane's F- 

15 will fill many a dark and moonless night with the reassuring 
cries of your enemies meeting a fierce and fiery death. | 
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onestly, | wanted to like this game. | like cleaving skulls, 
H lopping off heads and dismembering limbs. It appeals 
to my peaceful, fun loving side. The concept behind Die 
By the Sword sounds cool — wander through your typical 
Tolkien-esque 3D world and chop everything to pieces. Right 
on! | thought, a little sword swingin’ mayhem, this should be 
right up my alley. However, despite having a nice chat with 
Alan Pavlish, Die By the Sword’s producer, and receiving a 
big ole’ sword in the mail from the nice folks at Interplay, 
DBTS provided more irritation than enjoyment. It’s the 
execution that does in this game more than anything else. 
Let's begin with the game controls. DBTS does not 
control like your typical third-person action game. The 
developers have created a bizarre combat system called 
VSIM — virtual simulation —which they feel is a huge 
leap forward for games. Call me a stickler for tradition, 
but to me the VSIM controls are the most unwieldy and 
overly complicated user interface I've come across in a 
long time. While the option is included to play with a 
gamepad, DBTS forces you to use the keyboard to fight. 
| don’t know about you, but the last thing | want 
cluttering up my action game is a series of keyboard 
commands. Using VSIM means that you not only have 
to worry about moving your character during combat, 
but you now have the additional responsibility of trying 
to figure out the direction your sword arm is moving. 
Your sword arm is swung by using the number pad on 
your keyboard; pressing 4, 5 and 6 in rapid succession 
results in a side-to-side swing of the sword. The number 
keys can be pressed in any combination, giving you 
total freedom of movement of your weapon during 
combat, complicating the game to no end. Your sword 
arm moves around like a Gl Joe action figure with 
Special Kung Fu Action Grip, rotating around the 
shoulder on a ball socket in ways that would require 
some serious Ben Gay to recover from. 
| managed to go through the entire game without 
ever really using any of the defensive moves; | found it 








was much easier to simply whack away while moving 
around. Blocking is virtually useless, you wave the stupid 
sword around like a swizzle stick. Why can’t you use your 
freakin’ shield to absorb some damage? | would rather 
have had that second hand on the sword to help provide 
a little more oomph for my swings, rather than carrying 
the little wooden hubcap of a shield. As you duke it out 
with the baddies, your weapon will get tangled up with 
their's, slowing down your attacks even more. You'll have 
to move in and out to free up your sword, then try to 
attack again. The entire process is achingly slow and 
clumsy, completely destroying the fast, visceral 
experience that most people are looking for in a hack-n- 
slash adventure game of this type. 

With all this talk of VSIM’s accurate physics, it seems 
that the rest of the game's physical modeling was 
forgotten. Any time you fall on a slope, no matter how 
slight the grade, you skid down it like it was a greased slip 
and slide, usually coming to rest in a pool of lava 
conveniently located at the bottom. Jumping is a thing of 
fantasy as well. Your character seems to float through the 
air, rather than jump, as if gravity was on strike in the heart 
of this dungeon. The controls in general have a floaty, 


imprecise feel to them that mar the experience of the 
game. 


correctly. Once again in Die By the Sword, we see two 


Your character for the Quest, Enric the Farmer (the 
farmer? Who wants to play as a bold farmer?), is not the 
most dynamic of heroes. In D&D terms, it appears that 
Enric has a dexterity of roughly negative two. He can 

hardly walk across a chalk line without stumbling like 

a boob and falling on his face in a sprawl of chainmail. 
He also seems to be suffering from a nasty case of 
asthma, judging from the sickening wheeze that's 
forced out of his chest any time he jumps. Enric’s most 
endearing quality is his verbal asides. He’s got a 
number of lines of speech that he'll utter while 
fighting that are quite funny, and the bootleg “cuss 
pack” that Alan sent me has provided more than its 
fair share of laughs. Imagine Groundskeeper Willy 
(from the Simpsons) the Barbarian, and you're onthe 
right track. 

Since this is a 3Dfx magazine and an 
accelerated game, let’s take a moment to look at the 
game. The graphics are dark and blocky throughout 
the game. Textures are fairly low resolution and are 
repeated like crazy throughout the levels — there's a 
level where you run through a series of small tunnels 

that all look the same and become totally confusing 
due to the lack of distinctive markings. The characters 
are blocky and unappealing. One standout feature is 
the real-time shadow that reacts to the different light 
sources throughout the game. Knowing how hard itis 
to get a shadow correct makes up for the occasional 
inaccuracies of its placement. | don’t understand why 
no one has been able to figure out how to do 3D flames 





dimensional flames laid over the polygonal character in an 
entirely unrealistic manner. The water effects are just as bad. 
More and more games are moving away from CG rendered cut- 
scenes to use their own engine to move the story forward 
between levels. DBTS tries to do this as well, but for some 
reason, instead of generating the cutscene on the fly atthe end 
of each level, Treyarch has instead opted to create movies of 
the scenes, which are played back in amazingly poor quality, 
with a grittiness that speaks of bad compression techniques. A 
The level design is generally boring, with a few fun 
exceptions to discover in some of the earlier areas (such as 
saving the hanging kobold or following the baby Trog). The 
game whips by at a fast pace — most hardcore gamers will 
have finished this baby within two or three nights of 
dedicated playing. Your game is stored via an autosave 
process after you pass certain points, probably because they 
realized how often you die. While these autosave points are 
positioned well, you still become mired in the tedium of 
repeating the same battle over and over. Instead of learning 
to play the game properly, you end up beating your head 
against the wall until you get lucky enough to pass the point 
where you'te stuck. There are no new weapons or magic items 
to discover during the course of the game; you have your 
sword, learn to use it because you're stuck with it. From the 
meandering tone and grammatical errors in Interplay CEO Brian 
Fargo’s introduction, you clue in right away that Die By the Sword 
could have used a thorough going-over from start to finish. 
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on the PC. Just look at FIFA 98 and NHL 98; both 
solid sports titles showcasing superb graphics and 
offering players immersive gameplay that you can’t get 
from any other game. Last year, Triple Play 98 showed 
us how incredible a baseball game could be with 3D 
polygonal players. Nothing beats polygons, baby! 
This year, EA Sports hopes to raise the bar again 
with Triple Play 99. Triple Play 99 comes with a host 
of new key features and Voodoo support. Anyway 
you look at it, Triple Play 99 is a must-have for 
baseball fans. All the great features of last year’s 
Triple Play are incorporated into this game, 
including the ability to create and trade players, 
EA's famous two-man booth, and of course, 
licenses from both the Major League and the 
MLBPA. 

New features for Triple Play 99 include'a new 
beginner mode, which allows rookie video 
players to pick up the game and immediately 
enjoy the baseball experience. Most play 
commands can be executed with just one button 
push. Other features include two Home Run 
Derby modes (new Tournament and traditional 
MLB format) and six game modes (Exhibition, 
Home Run Derby, Tournament, All Star, Playoff 
and Full-Season). Players are able to choose 
between a 15, 30, 60, or 162 game schedule. 

Triple Play 99's best new feature has got to 
be the Fantasy Draft. This is where you can 
customize and draft your own major league 
team with real MLB players and see how they do 
in a season. In Triple Play 99, each player is 
assigned a points cap value — an average of the 

points assigned for the player's baseball skills (i.e. 
fielding, arm accuracy, speed, etc.). In Career 
Mode, each team drafts within the limits of its 
points cap and salary bank, ensuring that no team 


F A Sports is synonymous with great sports games 


is stacked with a disproportionate level of talent. 


Players then build a team based on speed, power, 
pitching, etc. Points left over from the draft carry 
over to the trade bank and can be used to offset the 
cost of unfair trades. This feature alone is worth the 
price of admission. 

Graphically, Triple Play 99 is total eye-candy. 
Ifyou thought Triple Play 98 looked good, just wait 
‘til you see what Voodoo Graphics can do for 
baseball. This year's game includes some new 
player animations, including scaling the wall, 
railroading the catcher, throwing from the knees, 
180 degree jumping throws, running throws, 
scoop and stretch catches, etc. 

All 30 MLB stadiums were recreated from 
photographs and blueprints from the actual 
stadiums. The amount of realism in the stadiums 
is unbelievable. 

Players will also notice new camera angles. 
The developers wanted players to see all the 
action of a real baseball game, just like in a 
highlight reel. Triple Play 99 has over 75 new 
camera angles to bring you the all the action like 
never before. The camera automatically switches 
to the best possible angle to ensure the best view of 


the play. If the play is at first, the camera will 
automatically switch to just behind the first 
baseman. A unique new camera angle is the first- 
person perspective batting view. EA wanted to 
give players the chance to see through the 
batter's eye but the end result is a mixed bag. 
Sure, it’s a neat idea, but it’s way too difficult to 
hit a ball, plus there is some clipping with the 
graphics. 

An EA Sports game just wouldn't be an EA 
Sports game if it didn't have incredible 
presentation and sound. Triple Play 99 has 
brought back the great play-by-play 
commentary of Jim Hughson, and the color 
commentary of Buck Martinez. The play-by- 
play commentary keeps up with the action of 
the game nicely, and Buck Martinez really 
lends some insight to the players, more so 
than last year's game. In addition to the 
improved commentary, EA is introducing all 
new "living sound." Living sound really makes 
you feel you're at a real baseball game — 
organ music, hecklers, vendors and stadium 
announcers. The intelligent crowd is also 
impressive. It reacts accurately to not only 
what is happening in the game, but also how 

your team is doing in the season. If your team 
has a poor record, then you're going to have 
low turnouts for your games and vice versa. 
Triple Play 99 has a slew of multiplayer 
options as well. You can play across regular 


modem lines, a LAN and over the Internet. Playing over 
the Internet is interesting because you can only play it in 
Manager mode. As manager, players control as much or 
as little of the action as you want on each pitch. Players 
can control lineups, bullpens, positioning choices, 
pitching tendencies, and more. The game has a wealth 

of statistical information that will give you everything 
you need to win the game. 

The gameplay in Triple Play 99 is almost identical 
to Triple Play 98, which is a good thing. Players 
looking for a fast, action-oriented baseball game 
should look no further than Triple Play 99. With 
much improved Al, the computer proves to be a 
worthy opponent. The designers have concentrated 
on achieving unequalled baseball purity through 
improved strategy and team intelligence. This means 
the computer is a better manager than before; it will 
substitute players more often and even pitchout a 
good hitter. ; 

If you're looking for a baseball sim in the purist 
sense, you ain't gonna find it here. Even with the in- 
depth stat tracking and manager mode, Triple Play 99 
plays more like sports action title than a true baseball 
sim. As a sports action title, Triple Play 99 is total 
excitement for the senses. Aside from an annoying 
Voodoo 2 bug (which can be fixed via a patch on the 
Internet), everything about the game is top-notch — 
graphics, sound, control and gameplay. 
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HARDBALLC 


t's really a shame that | have to write this review, and that 
| Hardball 6 has already shipped — because, if Accolade had 
held off on this one for a little while, they may have been able 
to fix the things that are broken — and | may have been able to 
give Hardball 6 a more positive evaluation. Suffice it to say that 
technology (or lack thereof) and gameplay have had a head-on 
collision and the result isn’t pretty, although the entire mess 
could have been avoided altogether. 

Let's start with the good stuff, shall we? Hardball 6 is the 
latest installment in the long-running baseball game series — 
dating back to the original Hardball! on the Commodore 64 
(early ‘80's: Reagan, Cold War, Gary Hart, the Cosby Show, 

Duran, Duran, Huey Lewis... any of this ring a bell?). The 
series, long known for its simulation qualities, but always 
lacking in technology and arcade-style gameplay, has had 
its highs and lows, but it is, as Accolade is quick to point 
out, the best-selling PC baseball series of all time. 

The good stuff all boils down to gameplay. While the 
simulation aspects have been well-established in the 
Hardball series, arcade play mechanics have been on the 
DL. No longer — Hardball 6 incorporates full 
player/character control over hitting, pitching, running 
and fielding (although you can still ask the computer to 
manage any and all of these activities for you) and 
includes moves ranging from turbo boosts in the outfield, 
to the ability to jump and dive. Some of these features 
have existed in previous Hardball games but this is the 
first time where they have been well-implemented — and 
the fact that the development team has done this in the 
series’ first real-time 3D world is that much more 
impressive. The game also moves along at a good clip. 
You can play a game of Hardball 6 in less then 1/2 an 
hour, and the best part is that the games, over season play, 
are carried out in a very accurate manner. While you 
always feel that, as the arcade player, you are in total 

control, the game manages to give you a good mix of 2-1 
and 4-3 games, along with some shutouts and the 
occasional slug-fest. And the camera angle that covers the 
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po) 1 a Francisco Glants’ Pac Bell Park (scheduled to open in the 
a] 2000 season) — although it is not particularly well 
researched and documented. Of course, full season play 
and statistical tracking is supported, as well as practice 
modes (including Home Run Derby), network and 
modem play, consecutive season play with an amateur 


action? Top notch... in fact, the default, follow-the-ball camera 
does a great job of taking you down on the field, without 
limiting your field of view, or decreasing your chances of 
being able to make that running or diving catch. 





the umpire(s) — just a text bubble that appears above their heads... 
strange. And, the crowd noises are there, but they never really get 






The pitcher/batter confrontation is one of the most draft, a custom league and schedule generator, and play- you involved in the game. Also, in one of the strangest non- 
satisfying to be had among the current generation of PC by-play by Greg Papa (SF bay local boy — has done occurrences in the game, there are many times when you getno 
baseball product. Pitch control is via the now-classic Oakland Athletics TV and Golden State Warriors radio). crack ofthe batupon making contact, or itis delayed up to a full 
Hardball icon system. This system has you attempting to Ok, somuch forthe good ae powitsonte ie second! 
control a cursor after you have selected the pitch, and to bad. While Accolade has made an attempt at 31 Lastly, we have to discuss season play. There are some 
quickly locate it in a tougher-to-reach (for the batter) corner acceleration support, it is a very weak one. There is omissions and/or mistakes in the game’s database that are truly 
of the strike zone. It is still one of the most satisfying nary a high-resolution texture to be found in the game unforgivable. What is the first thing you do when you sit down 
executions in the virtual sport. Hitting does not make use = Welles and numbers on jerseys, crowd textures, tg play a new baseball game? That's right you pick your favorite 
of a cursor, but has the strike zone broken down into nine stadium signage, etc. have DOS looks tothem andthe — team and, while you are willing to forgive small mistakes here 
different zones. You must use the control pad to attempt to polygon player animation 1S stiff with little variety. After and there, some things just can’t be ignored. | play with the 
duplicate the pitch location, after deciding whether to hit : having played around with Microsoft Baseball 3D”, Giants. Imagine my surprise when | went to get a statistical 
for contact, power, or to go at the opposite field, as you are the graphic look of Hardball 6 is quite a comedown. update on my second basemen, Jeff Kent. Mr. Kent's photo 
entering the batter's box. In addition, as the pitcher is There is no Voodoo 2 support, no resolution options, shows himin a NewYork Mets uniform —Jefi hasn't played for 
delivering the ball, you can tap one of three different no Level of Detail, very little texture smoothing and the — the Mets since the 1996 season! The same problem exists with 
buttons to choose whether to put the ball on the ground or stadiums Just look bad. There is also some camera Darryl Hamilton (Brewers, ‘96), JT Snow (Angels, ‘96), Brian 
try to lift it in the air. stuttering In the field and an unnatural look to the Johnson (Padres, ‘96) and Stan Javier (Angels, ‘96) — and Bill 

In addition, Hardball 6, for the first time in the series’ players’ throwing mechanics — it takes way too long yeller and Shawn Estes don't have pictures at allt 
life, sports a Major League Baseball license. What does this fora ball Ww reach its intended ele (and I play on a P2- There are a number of less Imitating problems with Hardball ; A 
mean? All of the real teams, logos and stadiums, in addition 300 w/twin Voodoo 2's running in SLI mode). 6, but the game does give some fun for the dollar. However, Us 
tothe MLBPA players that the game has had for the past few In the sound department, Greg Papa is a decent 9 season looks to belong to Triple Play ‘99 (EA Sports= Actua lI 

5 


enough choice to call a game, but the game suffers from year + 1... caution —marketing geniuses at work) and Microsoft 
that “Hooked on Phonics” sensation — you know, Baseball 3D. A few more months in AAA could have made 
where it is obvious that sentences have been strung Hardball 6 a pennant winner, but we'll have to settle for the 
together because of the misplaced vocal inf- potential of 99 Comeback Player of the Year. 
lection/volume found in the samples... “At bat... 


years. In fact, Hardball 6 is the only game to feature the San 
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verage graphics (even with 3D acceleration) and 
Ae gameplay make up Microsoft's latest piece of 
acquisition ware, Outwars, developed by 
SingleTrac, developer of hit Playstation titles like Jet Moto 
and Warhawk (which also received poor PC 
translations). One would think with such a good track 
record that SingleTrac’s first computer game would 
exhibit some of the killer qualities that made their 
console games so great. Unfortunately, that is not the 
case. Big goose egg here, folks. Outwars is a poor 
excuse for a 3D-action shooter, from the weak 
storyline to the B-movie acting to the frustrating 
control all.argue that Outwars could have used 
another year or two in development, 

Outwars puts players in command of a band of 

space troopers known as the Dreadnought Platoon 
and their powerful mechanized Dreadnought body 
armor. This body armor comes in four different 
flavors — each with its own strengths and 
weaknesses. This armor can be fully customized 
with various armaments, and comes equipped 
with a jetpack. With the jetpack, players can fight 
against the enemy on the ground as well as in the 
air. On some levels, players fly a glider-wing for 
reconnaissance missions. It’s an all out war in 
Outwars: the Dreadnoughts are in constant battle 
with the Hydran forces (also known as the Skull), 
insect looking foes that look like walking 
endoskeletons. You're probably thinking, “Man... 
this sure sounds like Starship Troopers, hope it’s not 
as bad as the movie.” There are four worlds where 
you and your platoon have to eradicate these 
Hydran forces. Yawn. Guess it is as bad as the 
movie. 

Graphically, Qutwars is nothing to brag about. 
While playing the game, it’s painfully obvious the 
developers really didn't utilize 3D acceleration to 
its fullest extent. When you look at games like 
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Forsaken or Battlezone, you can't help but be amazed 
at the incredible lighting effects and smooth textures. 
You really don't get overwhelmed by Outwars. The 
game looks like something that could be played ona 
Playstation. The Hydran forces are basic animated 
sprites, no polygons here. What gives, guys? When 
you kill an enemy, its body blows up into little pixel 
bits. How realistic is that? When a horde of these 
bugs are charging toward you, you're really not 
excited about gunning them down because they 
don't look like much; just a pixelated mass coming 
towards you. While flying around on your jetpack, 
players will experience clipping and pop-up, but for 
the most part, this is really not an issue. 

Gameplay is just not there in Outwars. The 
missions are varied enough, ranging from your basic 
training missions to more complex group man- 
euvers..For the most part, they aren't as compelling 
or as exciting as other games. The levels themselves 
are quite large and contain lots of targets that test 
your combat skills as well as your reflexes. You have 
to keep in constant communication with your 
teammates and air support as you go deeper into 
Hydran territory. Players can also issue orders to other 
members of the platoon so that those other units can 




















flank the enemy, cover or scout out any given area. 
One cool aspect of the game is the variety of 
weapons. There are 16 different weapons, ranging 
from your basic pulse rifle and cluster grenades to 
more advanced weapons such as swarm missiles 
and rocket pods. It would have been nice if the 
explosions and destruction these weapons 
created were better depicted in the game, but 
you can't have everything in this game. The 
game also has a number of different camera 
modes - first person, third person, helicopter 
mode and a drop cam. The game interface is 
pretty straightforward. It gives information on 
your vitals, jetpack’ level, weapons’ you're 
carrying and the status of your team members. 
Surprisingly, the computer's Al was quite 
good. Enemies would hide behind structures 
and retreat if outnumbered. Your fellow marines 
possess some smarts as well. When ambushed, 
all of your team members will hide on their own 
and then regroup, instead of just sitting there like 
ducks in a row. When you charge a group of 
enemies, your guys will either flank or cover 
you, depending on your orders and the siutation. 
The control in Outwars could have been 
tweaked a little bit. Mouse control was a bit 
twitchy; you're better off using the joystick. 
Playing the game in first person view can get 
confusing at times, especially flying around with 
your jetpack, where the control is a real bitch (isn't 
it strange that every SingleTrac game has a control 
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issue, even the Playstation games). 

The one aspect of Outwars that makes the game 
bearable to play is the sound and music. The orchestrated 
soundtrack changes with what is happening in the game. 
In the midst of battle with the Skull, the music builds and 
builds in cinemtaic intensity. The in-game sound effects 
are ultra-realistic — everything from the rockets to the 
grenades — all the sounds are very well done. 

Outwars is a decent multiplayer game. Players can 
have all-out deathmatches, or games of Capture-the- 
Flag over a LAN, modem or TCP/IP on the Internet 
Gaming Zone. The one problem with multiplayer 
games is that even with several players, the games 
themselves are not that intense, because of the 
immense environments. You'll spend half your time 
searching for your opponents, and less time killing 
them. If the arenas or environments would have been 
smaller, the multiplayer aspect of Outwars would have 
been considerably more enjoyable. 

Outwars could have been a killer title. It had cool 
elements — the jetpack and hang gliders, controlling a 
group of units, and a vast array of weapons, but the story 
really is lame and the controls are definitely lacking. The 
game plays a lot like MDK, but without the incredible 
graphics and slick gameplay. If SingleTrac would have 
developed a deeper title and fully optimized the 3D 
acceleration, maybe Outwars would have turned out to be 


a decenttitle. 
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and this time he's brought to some wrestling friends with him. 
“YEEEEEEEEEHHAAAAAAWWWWWWI!!!!" Monster Truck 
Madness 2 (MTM2) is a sequel to the first mega-wheeled truck race, 
throwing out the elements that didn't work while adding some much 
needed new stuff, such as improved visuals, sound, mulitplayer options 
and more, Best of all, Terminal Reality Inc. has added native 3Dfx 
support for us Voodoo owners! If you loved the first MTM, this sequel 
is a must-purchase. For those of you who hated Monster Truck 
Madness, well, read on, you may be surprised. 

The first MIM was released in September of 1996, just before 
3Dfx Interactive showed the world what kick-ass 3D gaming was 
about. It was one of the first games to include Direct3D support for 
many of the soon-to-be released 3D cards. The people who played 

this game seemed to be divided into two camps: the first hated the 
D3D support that compromised their Voodoo cards and thought the 
gameplay was "a pile" (see MTM2 preview in Voodoo issue #1 for 
an example of this opinion), while there were others who fell in 
love with a funky racing game where one of the main objects was 
to keep from tipping over. | have to admit it up front, | fall into the 
latter. Oh, | realize that this game may not have the most realistic 
physics or tightest control, but it works for me, and dammit it sure 
is FUN to play! | wonder how many of those people who hated 
MIM actually played it on-line against others? The game really 
shines as you race against people who know the same shortcuts 
that you do and will try to run you off the road if you get in their 
way. Those that understand the joys of MTM racing (and aren't 
afraid to admitit) can celebrate the fact that MTM2 is more of that 
great racing action you love and, to those that turned their nose 
up at the first game, here's your chance to give it a second look. 
MIM2 wisely removes one of the weakest parts of the first 
game, the "Drag Race". No loss there, did anyone actually play 
the drag race? The sequel adds more multiplayer options, 
including "king of the hill" duels. This time around there's also a 
tie-in with WCW and NWO wrestling. I'm not quite sure of the 
connection, but it makes sense, since monster truck racing is to 
auto sports what "professional' wrestlers are to athletes, Some of 
the popular wrestlers have trucks named after them, so you can 


A rmy Armstrong is back for the sequel of Monster Truck Madness 
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drive "Hollywood" Hogan, Sting, or the Outsiders’ trucks if you wish. It 


doesn't really matter which truck you choose because they all handle 
the same, so it's just a visual preference. The wrestlers and real 
Monster Truck drivers will appear in brief movies after a race to taunt 
you if you lose, or to congratulate you if you win. It doesn't mean 
much, butit's a nice touch. The trucks are now "deformable," which 
means you can crunch into another truck and damage will appear 
onthe body of his and/or your truck. Again, this doesn't mean much 
because the truck still handles the same no matter how much 
damage is inflicted, but it's a fun way to humiliate your opponent. 
Visually, this sequel is full of nice touches: lens flares, metallic 
reflections off the trucks, reflections on water, splashing water and 
mud, and possibly the best representation of headlights ever in a 
computer game, This racer is full of eye-candy for Voodoo owners. 
MIM2 doesn't disappoint in the gameplay department. 
Keeping a huge-wheeled pickup truck upright while banging 
Opponents around a flat course is a challenge in itself, but add some 
kidney-punchin' bumps & jumps and you'll be sarin’ at the ground 
upside-down if you're not careful. As with the first game, the 
adjustments you can make to your truck are simple but important. 
You can select the tire tread depth for tighter grip on slicker courses, 
a softer suspension for easier handling over bumpy terrain, and the 
acceleration/top speed ratio, The game comes with 7 smaller circuit 
Courses for multiple laps, 4 single-lap rally courses, 3 multi-player 
tracks and the ability to importall the tracks from the original version. 
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The circuits are nicely designed: from racing around a farm (watch 
out for the train!), through the jungles of Voodoo Island, and around 
a junkyard, each course presents a different style in both graphics 
and sounds. For example, the graveyard course includes lightning, 
thunder, sinister music and screams to set the mood while you 
avoid driving into tombstones and caskets. Monster Truck 
announcer Army Armstrong's race commentary from the first 
game returns with added phrases and comments (my personal 
fav: "Samson has 4 big wheels, but ain't using any of them!’). 
Probably the best gameplay improvement is the addition of a 
variety of environmental conditions such as rain, snow, fog, 
and night. This not only adds variety to the visuals of the game, 
but narrowly missing a checkpoint obscured by heavy fog 
causes you to rethink your racing strategy. Or if you're cruel, 
you can turn off your headlights in complete darkness and ram 
into your unsuspecting opponent. During a snowstorm, what 
is normally water can turn into ice, making for some 
interesting shortcuts. You'll need those shortcuts, because the 
snow covers the gravel parts of some tracks, not only making 
itslippery, but also unclear as to where the road is. I really like 
the random feature that picks the atmospheric condition for 
you, keeping each race fresh. Multi-player has been beefed up 
foo, so you can connect to other Monster Truck drivers via 
Microsoft's Internet Gaming Zone website, Sega's HEAT 
gameservice, Internet, IPX network, or modem and serial 
connection. All games should have this many connection 
options. 

OK, I've gone on and on about how good MTM2 is, but 
have to confess it does have some things that bring the game 
down from being a perfect experience. First ofall, even with all 

the audio and visual upgrades from the first game, it still plays 
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almost exactly like the first one. If you played the first game to death and got 
sick of all the user-made tracks, once you get over the new coat of polish, 
you're still left with pretty much the same game. | wish Terminal Reality Inc. 
had re-recorded all of Army Armstrong's lines. | like the new ones, but do 
we have to listen to the same old "Samson is doing itin the air!" over and 
over again? And speaking of sounds, the air-horn blast every time you pass 
through a checkpoint can get very annoying. When racing in fog, many 
of the objects such as trees and grandstands become semi-transparent. 
But the most annoying thing about MIM2 is the difficulty level of the 
single-player experience, or lack thereof. When you start at the default 
beginner's stage, you really don't have any competition or gameplay. If 
you move up to intermediate, there's a little bit of challenge but, with a 
little practice, most anyone can win a race at this level. If you move up 

to the "professional' level, you actually get some competition but if you 
play conservatively and don't do anything stupid you can still win every 
race! There really needs to be an even higher level higher to challenge 
those that have become good at Monster Truck racin' (Dave, | think 
you've been spending a little too much time with the monster trucks — 
ed.). Of course when | play over the Internet with good racers, I'm lucky 

to come in second or third place, so the real competition is with the 
human racers and not in single player. 

I've been looking forward to Monster Truck Madness 2, and it does 
not disappoint. Voodoo owners will be impressed when they turn on all 
the graphic options and still have excellent framerates. This is the best oft 
road racing game available and, as far as I'm concerned, beats just about 
any other type of racing game out there. Go ahead, admit ita you've always 
wanted to step into Bigfoot and show everyone what you'remade of. Here's 
your chance! dee 
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ccording to the package, you can play 
Ares without a 3D accelerator. But what 
would be the point? Like a Ferrari, Forsaken 
was built to be shown off. A Ferrari wasn't meant for 
the streets of suburbia. It was meant to be driven out 
on some long, winding stretch of highway. 
Someplace where you can crank over the engine 
and see everything she's got to give. The Ferrari 
was built for high-performance, and so was 

Forsaken. To play it on anything less than a 3Dfx 

card would bea sin, because this game needs to 
be seen with its engine wide open. 

Itis quite obvious from the first moment that 

you boot Forsaken that the programmers were 
Out to create the most graphically impressive 
game they could. The result is an engine that 
renders the tight, twisting corridors of the game 
at a silky-smooth frame rate, while giving the 
player enough graphic flash to blind even the 
most jaded 3D junky. As the darkened tunnels 
become lit by your Pulsar cannon, you'll see 
real-time colored lighting changes as each 
bolt streaks towards it target. Not content with 
a single lighting effect, each weapon has been 
given its own distinctive graphic signature. 
Charge and release the Trojax cannon and you 
will be rewarded with a spinning, blue vortex, 
which will vaporize even the most stubborn 
enemy. Mug and Solaris missiles each have 
their own distinct look and multi-colored 
exhaust trail. And every enemy goes out ina 
blaze of Technicolor glory. 

Itseems that very little has been sacrificed 
other except a strong storyline to bring it all 
together. Instead, Forsaken subjects us to yet 
another post-apocalyptic tale in which a group 
of scientists have accidentally torched the 
surface of the Earth during an experiment gone 
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very, very wrong. With only automated defenses 
to deal with, the scum of the galaxy have 
descended to Earth to sift through the ashes and 


grab whatever they can. If you're having a hard 
time remembering all the details, don't bother. 
peek is about non-stop action, and nothing 
else. 
Cruising through the wreckage of Earth on 

the back of your anti-grav cycle, you quickly 
learn the two basic rules of survival. Keep 
moving and keep shooting. Constantly under 
fire from airborne fighters, ground tanks and 
fixed laser turrets, Forsaken does not allow you 
to stand still. Even when you think you have 
cleared out an area, picking up a key or power- 
up will cause two or three aircraft to materialize 
tight behind you. Once you finally realize that 
the designers are not going to give you anything 
for free, you can anticipate the attack and 
attempt to jump on the enemy as they 
materialize. While their appearances may 
become predictable, the enemy Al in Forsaken 
can be downright evil. Flying Laz Bots and 
Airmobils will bob and weave around your 
Pulsar blasts as they pound your shields into 















oblivion. Keep on blazing away at them and 

eventually you will be rewarded with a 
stunning multi-colored blast as they are 
atomized and spew forth their precious 
power-ups. 

Although at times frustrating, Forsaken 
never becomes tedious. This is largely do to 
the fact that each level offers a unique new 
landscape that keeps you moving and 
exploring. Just when you think you have 
seen everything and solved every puzzle, 
something new happens. A rival bounty 

hunter may explode onto the scene or you 
might find yourself standing toe-to-toe with 
the bizarre Exogenon Spider. There are 
enough surprises to keep you hunched over 
your monitor to the very end. And when 
you do finish the game, there is always the 
Net. 
No first person shooter would be 
complete without modem, network and 
Internet death match support and Forsaken 
is no exception. Boasting Death Match, 
Capture the flag and Bounty Hunt, Forsaken 
offers up to 16 players the chance to go at it 
within the tight confines of any of the 15 
levels. Because of the lack of open spaces 
found in games like Quake, death matches in 
Forsaken take on a slightly more frantic pace. 
Players quickly scrounge for as much 
firepower as possible and when confronted, 
















they tend to unleash several kilotons of explosives at 
their opponent while desperately trying to make it out 
of the room. The resulting carnage can be a little 
humorous, but addicting as well. 

With all it has going for it, Forsaken may still not 
be for everyone. Control is complex and pretty 
much requires that you use both the keyboard and 
a joystick or mouse. For those who are new to this 
type of two-fisted gaming, expect a longer learning 
curve. Even if you are a seasoned gamer, you will 
still have to wade through some of the most 
confusing controller set-up screens in recent 
memory, and after doing so, you can still expect to 
spend your first couple hours of play fine-tuning 
your movement and firing controls. Since you 
begin the game with a fixed number of lives, 
players must proceed through the levels 
cautiously. Waste too many lives on earlier levels 
and you will find yourself reloading one of your 16 
save slots to attempt to claw your way back through 
the levels while clinging to that last precious life. 

While owing a lot of inspiration to Descent, ~~ 
Forsaken stands on its own technical merit. With its , 
combination of speed, graphical excellence and 
frustratingly addictive game play; Forsaken is the 
reason why every computer should be equipped with 
a 3Dfx card. 
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FS, 
kay, here's my warning before you dig much further 
() this review: I've been a slobbering fan of 
Incoming ever since | first laid eyes on the game last 
June in Atlanta. Incoming was one of the first games to really 
(and obviously) grab hold of the colored lighting and alpha 
effects that 3Dfx made possible. Plus, | really love to blow 
stuff up, and the explosions in Incoming are pretty enough 
to break your heart at the sight of 'em. This is nota game for 
everyone; hardcore sim fans and those looking for deep 
gameplay may want to focus on some of the other titles 
that we're featuring this issue. Those of you looking for a 
total arcade shoot-'em-up experience, or a game that you 
can plug in to show off your 3Dfx card to your friends, 
will be more inclined to like this particular title. If you've 
downloaded the laughably teeny Incoming demo 
(around 2MB, compared to most demo's bloated 12- 
10MB file sizes), and you've enjoyed the two abrupt 
levels contained within, you're going to love the entire 
game. 

Backstory is taken care of in a quick and generic 
way. Incoming takes place in the 21st Century, as 
increasing waves of hysterical UFO sightings begin to 
give way to the real deal. A fleet of hostile alien craft 
attack and destroy an international scientific base 
established on the surface of the moon, which 
manages to really tick off humanity's leaders. Earth's 
governments build an Anomaly Detection and 
Tracking Device on top of Mount Kilimanjaro in order 
to keep close tabs on the little green men. But those 
self-same aliens have detected the facility's presence, 
and begin winging their way towards he African 
installation with the intention of bombing it out of 
existence. 

That's where you come in. Incoming is a massive 
game, comprised of wave after wave of brief, intense 

action. The game starts with the aliens’ invasion of the 
Kilimanjaro facility, and you begin playing from the 
perspective of a ground-based turret, desperately 
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swiveling about the range and limits of your fixed base as 
you try to blow the ET scum out of the skies before they 
wipe out your base. This first mission quickly establishes 
the pace and direction of the game, as you fire round after 
round of high velocity rounds into the spectacularly 
colored heavens, as saucers and light fighters sweep over 
the tops of the surrounding hills to bomb the base. 

After squeegeeing the skies clean, you hop into your 
attack helicopter to take out the incoming alien ground 
forces. Incoming has three basic modes of play: as a 
fixed turret defending a base or location, an aerial craft 
(helicopter, jet fighter, space craft), or a ground vehicle 
(tank, hovercraft, mobile cannon). The basic gameplay 
is extremely high on the twitch-ometer; enemies 
approach, you shoot them. Most of your weapons will 
either track enemies in a certain range, or are "smart." 
Allowing you to fire and forget. Almost every unit has 
both a primary weapon of unlimited Capacity, and a set 
payload of secondary, more powerful armaments. For 
instance, as a turret, you can fire guided missiles, while 
your spacecraft may be equipped with the alien energy 
weapon, which releases high voltage electrical bolts. 

Altogether, there are 10 scenarios included in 
Incoming's Campaign modes. Each scenario is made up 








of literally dozens of blitzkrieg phases that will have you 
bouncing from fighter to turret to helicopter like a 
manic superball. The action begins at the African base, 


moves to the Arctic circle, the space shuttle launching 
pads at Vandenburg airfield, to the Moon, through a 
dimensional-portal to the alien homeworld and 
eventually all the way back to Africa. Once you've 
begun a scenario, there is virtually no respite from 
the action until you've finished all the phases. Keep 
a close eye on your shield strength, and don't drink 
a whole lot of fluids, ‘cause you're not going to want 
to have to worry about using the can while playing 
this game. 
After seeing so many iterations of this game, | 
was genuinely surprised to discover that there was 
a whole new mode added that | was unaware of. 
There are two different Campaign modes to choose 
from, either Campaign Action or Campaign 
Strategy. Choosing the Strategy mode will drop ina 
new subset of missions within the overall campaign 
thatare best described as basic real-time strategy on 
acid. In the defensive sub-phase, the POV pulls way 
out and switches to a god-like top down perspective 
of the entire base. From this omniscient vantage, you 
direct the defense and survival of your base as hordes 
of aliens sweep in to take out the various structures. 
In this mode, you can slow down the gameplay to 
more manageable speeds, direct the attack and 
refueling patterns of your ships and generally protect 
your base. While it's an obvious use of the Incoming 
game engine (the camera is simply switched to a few 











miles above the action looking straight down), the gameplay is 
so different from everything else that its first appearance is 
almost startling. By the end of the first scenario, my base had 
taken quite a pounding, mostly due to the fact that the 
defensive sub-phase begins at full speed once the screen 
switches over. In fact, by the end, | was reduced to a single 
puny tank, forced to scurry around a large hovering alien 
bomber, taking pot-shots whenever it came close enough. 

Controls are easy to the point of being ridiculous. 
Incoming is simple enough to be played with your 
keyboard, but is much more fun with a good gamepad or 
joystick. Incoming has been created to play like an arcade 
game (in fact, Rage did create a special version ofthe game 
to run as a demo for Intel’s proposed Open Arcade / 
Architecture arcade PCs), and the adage there has always 
been that the less controls, the better. Only four buttons are 
necessary to play: main weapon, secondary weapon, 
forward/up, reverse/down. This simpl ifies gameplay greatly, 3 
letting the player concentrate on shooting baddies without 
having to remember which button does what. -” 

If you're a big fan of making stutt explode, Incoming is 
the game for you. The basic gameplay is not groundbreaking, 
but the visuals certainly are. Don’t seek depth in Incoming, it 
is exactly what it appears to be on the surface. A fun, mindless 
shooter that tests your reflexes with wave after wave of targets, 
Incoming is a combination of ultra-old school video games with 
advanced 3D effects. | thoroughly enjoy this game, but can see 
where it might not be for every PC gamer. 
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were fueled by watching Matthew Broderick hack America's North 
American Aerospace Defense systems to play a video game. | 
figured, hell, I've got aTRS-80 at home too, all I need is one of those 
high-speed 250K modems and | should be able to cause some 
serious havoc. The reality of the situation turned out to be that, no 
matter how much hacker paranoia could be whipped up in the 
popular press, a machine that had less brains that one of today's 
standard pocket calculators that used 60 minute audio cassettes 
for information storage was not going to be able to blow up the 
world, no matter how hard I tried. So | went back to playing video 
games, which seems to have gotten me farther than any abortive 
hacking shenanigans would have. All this rambling has about as 
much in common with the movie as the video game does, 
which is to say, almost zero. Now, | ask you, is ita coincidence 

that MGM decided to slap Interactive Studios' real-time strategy 
game with a Wargames license simultaneous with the release 

of the decade-old film on DVD? Hmm... What we end up with 

isa decentreal-time strategy game that has been lightly basted 

with a movie license topping. The resulting concoction has a 

back story that can be either enjoyed or ignored, but never 

overpowers the game itself. 

Before | dive into the game itself, let's look at that back- 
story. Wargames picks up twenty years after the events of the 
movie, in which David Lightman (Matthew Broderick's 
character from the movie) has gone to work for NORAD, the 
government agency he had previously hacked. David now 
creates war simulations for the government, which he 
disguises as a video game and distributes through a fake game 
company website to test his scenarios, On the NORAD side 
in single player, you take the role of a web surfer who 
downloads the games, and quickly finds himself caught in a 
global war simulation which slowly becomes the real deal. 

Of course, you're able to play as either the heroic forces 
of NORAD or WOPR's human-snuffing robotic hordes, 
Choosing either side will put you through 15 different 
missions, ranging from straight kill-'em-all shoot-outs to 
stealthy base raids with your hacker units. Battles take place 


| 'm sure that I'm not the only kid whose dreams of geek superiority 





across a wide variety of terrain, ranging from mountains and 

valleys to snow-swept plains and deserts. Environment textures 

have been filtered and blended, producing a smooth, natural 
feeling to the battlefields. Interactive Studios have also taken care 
in making their structures interesting, not simple boxy shapes. 
There are plenty of unique buildings in every level, which are 
not only visually interesting, but are helpful landmarks for 
navigating. | particularly liked the tracks in the snow levels, but 

| would have been more impressed if your units could actually 
generate them. 

| think the single most unsatisfying aspect of the true 3D 

levels was that there was no way to deform them during 
combat, yet the game engine is clearly able to change the look 

of the landscape, Ata later level of technology, NORAD forces 
are able to build mole bombs, which can be locked onto distant 
targets, then dig their way down and through the ground to the 
target. Progress of the mole bombs is evident by a Bugs Bunny- 
like moving ground swell that slowly travels towards its 
intended bull's eye. | wish that Interactive Studios had applied 
this same technology to explosions in general, like the damage 
that Myth's dwarven bombers can cause to the ground, It would 
have been really nice to see debris, or at least blasted textures, 
left by exploding units or buildings. Explosions and gunfire do 
produce small dynamic lighting effects on surrounding 
structures, but aren't very impressive and seem to have been 





added in an off-hand way. 


The camera view is fully selectable, with three different 
zoom positions and free panning across the field. The terrain 
is truly 3D, which makes for some interesting twists in the 
action. Units can be positioned behind mountains or 
buildings, making them very hard to spot unless you take a 
very close look at the area you're about to roll your troops 
into. The free camera system, which is much like the one 
used in Myth, is extremely useful in these situations, and 
can come in quite handy in multiplayer battles against less 
experienced players. 
Both enemy and troop Al are unspectacular, but 
perform almost exactly like Warcraft and C&C units. | 
found that if my own guys got too bunched up, the ones 
trailing in the back would end up getting turned around 
and would begin to wander off in search of another 
passage, and their ability to find and navigate the most 
appropriate path was limited. Enemy Al is pretty dumb, 
with a really limited range of detection and reaction. If you 
blow the computer's structures, chances are good that it 
won't bother to rebuild them, which was one of the major 
flaws with Blizzard and Westwood's classic games as well. 
Interactive Systems claim to have linked five key 
subsystems into an overall Al scheme — coordinating 
attacks, organizing raids, controlling hackers, sweeping the 
battlefield and mounting surprise attacks — but handles all 
of these in a less than inspired manner. In defense of the Al, 
the computer did seem to know just when to launch a small 
but highly irritating sneak attack on my base at the most 
distracting and awkward of times. : 
Wargame's emphasis leans more strongly towards the 


battle aspects of real-time strategy than towards resource management. 
Funds are generated by hackers, who raid computer centers and begin 
hacking out funds for your cause. In keeping with the hacker theme, 
mission objectives are emailed to you while in the field, often 
accompanied by a voice announcing “You've got mail!" Units are 
generated in a surprisingly quick amount of time, especially ground 
troops, who pop out of the cloning facilities in groups of two or three. 
While this keeps the pace of the battles going at a nice clip, it's also 
all too easy to over-extend yourself and wind up draining your 
computer center dry. Technology curves are sharp as well, 
considering that your constructors can whip up bases, defenses and 
labs faster than a group of hippies can go through a plate of 
brownies. This means that you have a lot of toys to play with, very 
quickly, in multiplayer. Units seem to be evenly matched on each 
side on a one-to-one basis like Warcraft, but can be put through 
several levels of upgrades with the addition of the right technology. 
Blizzard Software is most likely not going to be losing sleep 
over the prospects of Wargames biting into their Starcraft sales, but 
it is a fun little game. Wargames joins Myth as the only other 3D 
accelerated RTS game, and there are more than enough fans ofthe 
genre out there with Voodoo cards. Overall, Wargames is a ce 
looking game, with detailed buildings and environments and as 
vehicles. The only exception to the clean graphics are the er 
troops and explosions, which inexplicably remain 2D. There a afew 
little things added to the game that | appreciated — the’ fog o' Oe > 
sood, and | really liked the ability to checka unit's relative healt a 
without having to click on it —but Wargames, n theend, just another 


real-time strategy game. 
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Monster 30 Il 8MB 


Company: Diamond Multimedia 
Price: °245.99 


In 1996, Diamond was one of the few 
companies crazy enough to take a gam- 
ble on 3Dfx Interactive's unproven tech- 
nology, taking the first steps into a market 
that was hazy and undefined at best. The 
original Monster 3D was a big risk on 
Diamond's part, and the company 
played it extremely safe with the product. 


in an emerging field. This time around, 
Diamond must have been a little more 
confident. Demand for the Voodoo 2 
chipset was building months before the 
product was even officially announced 
and, despite some early setbacks, looked 
to be even more amazing than 3Dfx's first 
baby. The Monster 3D II has been the 


www.wickedsd.com 


Company: Hetabyte 

Price: '293.9 

Literally the day before this issue of Voodoo 
went to print, we were contacted by the 
Metabyte Company to take a look at their 
12MB Voodoo 2 board, the Wicked 3D fea- 
turing Voodoo 2. Metabyte has been 
around as a company since 1993, previ- 
ously working on software optimization, 
focusing on driver development. In an 
expansion move, the company has decid- 
ed to form their own hardware division, 
called the Wicked 3D Board Company, 
with the objective of providing software-dif- 


_ ferentiated PC boards, instead of just anoth- 


er cookie-cutter product. 
Metabyte has taken their innate under- 


"standing of PC driver software and applied 


_ it to the Voodoo 2 hardware to create a 
aster board. After analyzing the DirectX 
Metabyte’s software engineers fig- 
| that processing bottlenecks happen 
ig transformation and lighting phases. 
their driver experience. Metabyte 
their own Transformation and 
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Nota whole lot of marketing dollars were 
spent on the Monster, yet it went on to 
become one of the hottest PC cards that 
the company has ever produced. The 
Monster helped 3Dfx skyrocket from a 
small technology company into a leader 


WickedsU Featuring 






center of Diamond's PR and marketing 
whirlwind since last October's COMDEX 
in Vegas, and this one has gotten a lot 
more of the company's attention. 

We were sent the 8MB version of the 
Monster 3D II, which was the first board 
to be launched by the company (the 
announced 12MB version has just begun 
shipping at press time). As in the case of 
the original, the Monster 3D Il is a fine 
piece of hardware, one that you won't 
have to worry about. Diamond is even 
offering an upgrade program for owners 
of the original Monster, om thier website. 
If you're relatively new to the 3D gaming 
world, then this might just be the card for 
you. While Creative's Voodoo 2 Blaster 
(reviewed last issue) was the first Voodoo 
2-powered card available in the market- 
place, Diamond's Monster 3D Il was just 
a few weeks behind and included one 
heck of a software bundle, which is an 
excellent buy for the more casual gamer. 
Included in the package is the Voodoo 2- 






Voodoo 2 |2MB 


Lighting engine to compliment any game 
which correctly utilizes D3D T&L, resulting 
in an increase in the Voodoo 2 chipset’s 
already hefty frame rate. 
Running a few of the old favorites demon- 
strates the frame bonus the T&L engine 
gives. We ran the 12MB Wicked3D featur- 
ing Voodoo 2 against a Creative Labs 12MB 
3D Blaster Voodoo 2 on a Pentium II 300 
with 64MB of RAM, and noticed a slight 
pick-up in fps count. Running Quake 2 at 
640X480 and 800X600 showed the two 
cards to be evenly matched. Creative 
clocked in at 54.4 and 43.4 fps, while the 
Wicked3D whacked out 60.7 and 54.9 fps, 
respectively. It was in D3D titles where we 
saw the real difference. The Forsaken demo 
averaged 94.72 fps on the 3D Blaster 
Voodoo 2, while the Wicked3D pulled 
ahead to 114.96. G-Police hovered in the 
35-40 fps range on the Creative board, 
while the Wicked3D was jetting along clos- 
er to 50-60 fps. Turok went from killing 
dinosaurs at 85.1 fps on the Creative to 
93.4 fps on the Wicked3D, 
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enhanced, full retail version of 
Activision's Heavy Gear, an Eidos demo 
CD that contains a playable demo of 
Tomb Raider II and several AVIs of other 
upcoming titles, and the special 
LucasArts Star Wars Game Pack. While 
the souped-up Heavy Gear is a steal in 
and of itself, the LucasArts Pack - which 
includes special OEM versions of X-Wing 
Vs. Tie Fighter, Shadows of the Empire 
and Jedi Knight - is one heck of a gem to 
shovel into this package, and should 
make first-time Voodoo buyers very 


happy. 
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As | played around with this board, | could- 
n't help but think of Canopus and their sur- 
prising victory with the Pure 3D last year. 
After all, the story is very similar: a little 
hardware company spends some time 
working with 3Dfx’s chipset, and produces 
something even better that differentiates 
them from the rest of the pack. Like 
Canopus, Wicked3D is shipping their sili- 
con sans software, but you've probably 
already got enough games, don’t you? 
Check out the Wicked3D web page for 
easy ordering. 


POWGA Maran 


| 


Lave UST OK POWERFUL 





www.orchid.com 








Coming next issue: Voodoo 2 Speedwars — the complete analysis of all available cards. 





Righteous 3D || 8MB & |2MB 


Company: Drchid 

Prices ‘749.99, °299.99 

Orchid is shipping both 8MB and 12MB versions 
of the R3D II. Either card is a great choice for fast, 
high-end gameplay. 

GLQuake and Quake2 benchmark at more fps 
then most monitors can display, even at high res- 
olutions! The picture quality is also a winner — 
the colors are rich and the blacks have a good 
contrast level. The output of the card is clean 
while the card is active and the pass-through qual- 
ity is optimal even when the card is inactive. 

All the usual Voodoo 2 features are supported, 
such as SLI (two identical R3DIIs can be used 
together for some serious high-resolution gaming 
action), single pass tri-linear texture filtering, Z- 


buffering at 800x600 with a single card, etc. Many 
of the Glide-based games from the past that ran 
on the first Righteous3D run even better on the 
Righteous3D II, and future games will recognize 
the advanced capabilities of this newer card. 
Beyond the hardware, Orchid adds value to this 
package by selecting some great pack-in games 
that really let the Voodoo 2 card shine. Full ver- 
sions of Incoming, G-Police, and Battlezone make 
the Righteous3D II a very serious contender. A 
multi-level version of Jedi Knight and the bench- 
mark program Final Reality are also included. 
The only complaint! have is that the current dri- 
vers shipped with the card simplify or remove 
many of the tweaking variables that other 
Voodoo? cards have. However, this is a moot 


www.microsoft.com/products/hardware/sidewinders/sidewinder.htm 


SideWinder Force Feedback Pro and GamePad 


Company: Microsoft 

Prices ‘99.95, 49.95 

As games become increasingly complex, there 
are more and more demands placed on con- 
trollers to keep up with the sheer amount of but- 
tons necessary to properly play a game. The 
SideWinder series of controllers from Microsoft 
have been absolute godsends. 

At first, | sorta laughed off the force feedback por- 
tion of the Pro, figuring it was just a gimmick to 
toss on to their stick, and to reinforce a little-used 
portion of DirectX. Not so. Having the stick buzz 
and vibrate whenever you get hit, or to fight 
against you when comering, adds a certain ele- 
ment to a game that you're not even consciously 
aware of, but sucks you that much deeper into the 


www.guillemot.com 


game. 
As to the SideWinder Game Pad: in the twenty- 
some-odd years I've been playing computer 
games, | have never found a controller so perfect. 
Properly designed to ergonomically match your 
hands as you play, the Pad is solid without being 
heavy, able to take a few frustrated whacks with- 
out cracking, and has enough buttons to tum even 
the most overly complex control schemes (like 
Forsaken) into something playable. 

Obviously, the single biggest advantage to using 
the Pro or the Pad is that they have issued forth 
from the belly of Big Brother Bill, so you know that 
all games have been tested and formatted to work 
with them. Even with a high quality joystick from 
other top peripheral companies, there’s always a 


MaxiSound Game Theaterb4 


Company: Luillemat International 
Price: 44.95 


As well as being 100% Sound Blaster compati- 
ble, the Game Theater is also fully compatible 
with Microsoft's new DirectSound 3D API. The 
Game Theater provides “true” 3D audio posi- 
tioning, depending on both your game and your 
speaker setup, with up to 48 sounds positioned 
simultaneously. The 64 voice wavetable and 
RISC-based 50 MIPS Digital Sound Processor 
actually reduces the amount of work your CPU 
has to do by offloading audio processing onto 
the Game Theater card. While the 3D audio 
effects are cool, to get the actual 3D effects you 
need to have four speakers set up in a Dolby 
Surround pattern, which mean that two need to 








be in front of you while two are placed behind 
your head. | don’t think that most people out 
there are going to have the space to mount an 
additional pair of PC speakers behind them (I 
know | don’t). 

However, | was able to demo the sound card's 
abilities with a four-speaker setup. Using Tonic 
Trouble, a game being developed by their sister 
company, Ubi Soft, GI showed me how sounds 
were now projected in 3D. For example, as | 
approached a waterfall, the sound came from 
the speakers in the direction of the waterfall. As 
you turned, the waterfall sounds rotated from 
one speaker to the next. ; 

My only fault was that sound level was either on 


or off, there wasn’t a gradual build in level as 
















point; those of us who want that much control of 
the card can use the 3 Dfx reference drivers. If you 
haven't selected a Voodoo 2 card yet for your 
gaming rig, the Orchid Righteous3D II should be 
near the top of your list. 
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certain amount of fussing and centering that has 
to take place before you're ready to play. Not so 
with the SideWinders. Plug ‘em in and they're 
ready to rock. If you're searching for the right con- 
trollers, drop some dimes on either one of these 
gems and you won't be disappointed. 













you approached. 
This was espe- 
cially noticeable 
in a house next 
to the waterfall, where you would suddenly 
hear the waterfall when you moved to a certain 
corner. This has less to do with the Game 
Theater, and more to do with the actual sounds 
encoded into the game. However, the card is 
definitely in the right price-range for even the 
most thrifty of gamers. 



































1, Forsaken 
Acclaim Entertainment 
Probe Entertainment 





7. Messiah 
Interplay Productions 
Shiny Entertainment 





13. Hardball 6 
Accolade 
Mindspand 


19. Ground Effects 
Angel Studios 
Angel Studios 


25. Need For Speed Il SE 
Electronic Arts 
EA Sports 


31. MechWarrior2: Mercenaries 
Activision 
Activision 


2. 10 Six 
Segasoft Entertainment 
Post Linear Productions 


8. Bug Riders 
GT Interactive 
N-Space 


14. Die by the Sword 
Interplay Productions 
Treyarch Invention 


20. Gex 2 
Crystal Dynamics 
Crystal Dynamics 


26. Moto Racer 
Electronic Arts 
Delphine Software International 


32. NBA Live 98 
EA Sports 
EA Sports 


3. Andretti Racing 
Electronic Arts 
EA Sports 


9. BatlleZone 
Activision 
Activision 





15. Falcon 4,0 
Microprose 
Spectrum Holobyte 


21. FIFA: World Cup Soccer 
EA Sports 
EA Sports 


27. Interstate '76 Gold 
Activision 
Activision 


33. NHL 98 
EA Sports 
EA Sports 


37. Pandemonium 
Crystal Dynamics 
Crystal Dynamics 








4. Shadowman 
Acclaim Entertainment 
Iguana Entertainment 


10. Croc 
Fox Interactive 
Argonaut Software, LTD. 


16. Flight Unlimited 2 
Eidos Interactive 


Looking Glass Technologies 


22. iF22 ASF 
Interactive Magic 
Interactive Magic 


28. Jedi Knight Dark Forces 


Lucas Arts 
Lucas Arts 


34. Interstate '76 Nitro Pack 
Activision 
Activision 


Sierra Studios 
Valve 








5. Monster Truck Madness 2 


Microsoft Games 
Terminal Reality, Inc. 





11. Descent FreeSpace the Great War 


Interplay Productions 
Parallax 


17. G Police 
Psygnosis 
Psygnosis 


23. Hexen Il 
Activision 
Raven Software 


29. Extreme Assault 
Blue Byte Software 
Blue Byte Software 


35. Jet Fighter Ill Platinum 
Interplay Productions 
Mission Studios 


39. Tiger Shark 
GT Interactive 
N-Space 


Best Hardware. Best Software. 


6. Tomb Raider2 
Eidos Interactive 
Core Design 





12. Turok Dinosaur Hunter 
Acclaim Entertainment 
Sculptured Software 





18. Gruesome Castle 
Gee Whiz! Entertainment 
Gee Whiz! Entertainment 


24. Heavy Gear 
Activision 
Activision 


30. Dark Vengeance 
GT Interactive 
Reality Bytes 


36. Nuclear Strike 
Electronic Arts 
Tiburon Entertainment 


40. Quake 2 
Activision 
id Software 


1998 3Dfx Interactive, Inc. The 3Dfx Interactive logo anc 


ight ¢ 


41. Carmageddon 





interplay Productions 
Sales Curve Interactive 





47. StarCon 
Accolade 
Accolade 





53. MDK 


Playmates Interactive Entertainment 


Shiny Entertainment 


59. Overboard 
Psygnosis 
Psygnosis 


65. Interstate '76 
Activision 
Activision 


71. Flight Simulator 98 
Microsoft Games 
Microsoft Games 


77. Microsoft Baseball 3D 


Microsoft Games 
WizBang! 









42. Deathtrap Dungeon 
Eidos Interactive 
Eidos Interactive 


E es 
48. Testdrive 4 
Accolade 

Pitbull Syndicate 


54. Precision Cart Racing 
Microsoft Games 
Terminai Reality, Inc. 


60. Pandemonium2 
Crystal Dynamics 
Crystal Dynamics 


66. Shot 
Housemarque Games 
Housemarque Games 


Electronic Arts 
Jane's Combat Simulations 


78. Independence War 
Ocean 
Particle Systems 


VATATU 


43. Excalibur 2555 AD 
Telstar Productions 
FISH UK Ltd. 





49. Uprising 
Studio 300 
Cyclone Studios 


55. Power Slide 
Emergent Software 
Emergent Software 


61. Outlaws 
Lucas Arts 
Lucas Arts 


67. Skies 
SegaSoft 
Paradigm Entertainment 


73. Grand Theft Auto 
ASC Games 
DMA Design 


79. EarthSiege3: StarSlege 
Sierra Studios 
Dynamix 


44, Requiem 
Studio 300 
Cyclone Studios 





50. Wing Commander Prophecy 


Origin Systems. 
Origin Systems 





56. Incoming 
Rage Software 
Rage Soitware 


62. Mad Trax 
Rayland Entertainment 
Rayland Entertainment 


68. Vigilance 
SegaSoft 
Any Channel 


. Motorhead 
Gremlin 
Illusions 


80. Thiel 
Eidos Interactive 


Looking Glass Technologies 


45. Resident Evil 


Virgin Interactive Entertainment 


Capcom 








46. SiN 
Activision 
Ritual Entertainment 





51. Kings Quest Vitt-Mask of Eternity 52. Adventures of Lego Island 


Sierra Studios 
Sierra Studios 





57. MANX TT 
Sega Entertainment 
Sega 


63. Omikron 
Eidos Interactive 
Quantic Dreams 


69. Urban Assault 
Microsoft Games 
Anarchy 


75. Prey 
GT Interactive 
3D Realms 


Mindscape 
Mindscape 





58. Mars Maniacs 
Church of Electronic Entertainment 
Church of Electronic Entertainment 


64. Shadows of the Empire 
Lucas Arts 
Lucas Arts 


70. Outwars 
Microsoft Games 
Microsoft Games 


76. Ultim@te Race Pro 
Microprose 
Kalisto 


Se 
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f What Voodoo 2 Means to 
Developers and Gamers. 





gary Tarolli 


Gary Tarolli is one of the 
original founders of 3Dfx 
Interactive and is currently 
Senior Vice President and 
Chief Scientist at 30fx. He 
is one of the architects of 
the Yoodoo Graphics 
chipset. specifying and 
inventing many of the 
algorithms implemented in 
silicon. After receiving a 
8.8. degree from RPI and 
an M.S. degree from 
Caltech, Bary has been 
working in field of VLSI 
design and graphics for 
the last 1G years. at such 
companies as DEC. SGL 
Pellucid, Kubota, and now 
30fx. In 1992. he was the 
second recipient of EE 
Times “Celebrating the 
Engineer” award. 


Voodoo Griphics broke many common sense rules. First, it was 
a 3D-only solution — people said you couldn't sell it. Second, it 
was a multiple chip solution — people said then (and still do 
today) that it was too expensive. Third, it aimed at SGI quality 
graphics — people said that wasn't possible.And they were all 
wrong. It's a good thing we didn't listen to them. 

Designing Voodoo Graphics was challenging on its own, but 
bringing Voodoo Graphics to the consumer market meant breaking 
some rules too. Even after the timely plunge in DRAM prices, 
the first Voodoo cards were still going to be expensive — around 
$369. Getting a board OEM signed on was no small feat. Everyone 
knows $99 boards sell in volume, and that $369 is a niche. They 
were right; and they were wrong. They were wrong about how 
large a “niche” the gaming market, I mean the "gaming niche," 
is. Our board OEMs who took the leap of faith were greatly 
rewarded, as Voodoo sales exceeded their expectations (and ours!) 
through thick and thin. 

Fast forward to Voodoo 2.3Dfx went out on another limb,and 
decided that Voodoo 2 would only go out with two texture chips 
— a three chip solution! This translated to a higher board cost, 
and a minimum of 6 MB of memory, with 12 Mb being the 
maximum configuration. Also, scanline interleaving (SLI) would 
be promoted in the consumer version, allowing two boards to be 
combined (a 24 MB board set in the max configuration). Who 
would have guessed that the first board out of the shoot would 
be a 12MB version? Who would have guessed at the unprecedented 
demand for the12MB boards priced at $299? Who would have 
imagined the Voodoo 2 release stories which are almost too 
incredible to be rue — fights breaking out in stores, people bribing 
store clerks, delivery trucks being followed to Fry's.And finally 
one that I know is true — a car salesman offering a substantial 
discount on a car that is never discounted to a 3Dfx engineer if 
he could get him a Voodoo 2 SLI! By April'98, less than two months 
after the initial launch of the product, 3Dfx had already sold 
over halfa million chipsets. 

Voodoo 2 broke as many “rules” as the original Voodoo Graphics. 
It showed that low-cost isn't the only thing that matters. People 
will pay good money for high quality 3D rendering and content. 
And most importantly of all — Voodoo 2 exposed the magnitude 
of the gaming "niche." From your local car salesman, to Ivy League 
college professors, to the younger brother of one of our kid's 
babysitter, gamers are everywhere and are of every age. 

Don't worry, I'm getting to the point. Back to 1996 fora moment 
— the biggest challenge was getting game developers to port to 
hardware accelerators.At that point in time, 100% of the installed 
base was software renderer capable, while 0% was hardware 
accelerated. Fast forward to 1998, now many developers have 
openly stated they are designing hardware-only titles. Who would 
have guessed? 3Dfx did. 

The point: many fundamental paradigm shifts have occurred 
in the last three years to get where we are today.The most important 
result is that OEMs are realizing that value-added 3D will sell, 
and sell well. This translates to the following conclusion — you 
the consumer will have some very amazing cards to spend your 
disposable income on — from sub-$100 Voodoo Graphics boards 
to $600 Voodoo 2 SLI board sets. It wasn't a slam-dunk that you 
would have that choice. It took a lot of hard work by our sales and 
developer relations groups, and a leap of faith by the first board 
OEMs. If in 1996 someone had predicted that they were going 
to sell a $600 3D-only game board set in 1998, they would have 
been locked up in the funny farm. In 1998, you cannot be a 
technology leader unless you offer Voodoo 2 in your hardware 

product mix. Voodoo 2 changed the world (OK, the graphics world) 
on February 20, 1998. 

The good news is that gamers can rest assured that they will 
have an ample selection of 3D boards, from low to high cost, from 
3D-only to 2D/3D integrated, eventually maybe even true 3D 
holographic displays someday in the future.The other good news 

is on the content front.As I previously mentioned, there are many 
game developers creating hardware-only games. The obvious 
question is what hardware are they targeting? The good news 
(there's an abundance of good news these days, isn’t there) is that 
developers are targeting leading edge hardware like Voodoo 2. 
They want their games to look as good as possible, so it's in their 
best interest to target leading edge hardware. Plus it's more fun! 
But what about the installed base, you may ask? Well, as 3Dfx is 
proving, the installed base of high performance 3D boards is going 
to be much larger than anyone imagined. More importantly, these 
are exactly the same people who buy games in lange quantities. 


L almost hate to say it, but I don't care about the installed base of 
Virge chips — their owners are not going to buy nearly as many 
games as Voodoo owners do.There, 1 said it. People are finally 
catching on to this,so you can rest assured that game developers 
will target the "critical mass" of installed 3D£x boards. 

But what about Voodoo Graphics, you ask? How can you target 
a game at both ends of the performance spectrum? In some areas, 
this is fairly easy:take pixel fill-rate for example. Voodoo Graphics 
blazed new trails in 3D primarily due to its enormous pixel fill- 
rate with all the features enabled. Voodoo 2 and Voodoo 2 SLI 
continue blazing that trail, and the result is nearly a Gx increase 
over the first Voodoo Graphics. It's safe to assume that 1999 fill- 
rate will double again. How can a game run on all these cards? 
Well, the answer is easy — higher resolution and higher frame 
rates. Many of the latest games have selectable screen resolutions, 
from 640x480 to 1280x1024 (4 times as large as 640x480) to 
1600x1200 (7x as large as 640x480). Screen resolution alone can 
eat up a 7x increase in fill rate! First year Voodoo cards mostly ran 
at 30 frames per second, while 60+ frames per second is now the 
target, which again doubles the fill-rate requirement. For example, 
going from 30 fps at 640x480 to 72 fps at 1280x1024 requires a 
10x increase in fill-rate. See, that wasn't hard, was it? For those 
of you who have played Quake 2 at 60 fps at 1024x768, you know 
it'sa whole new game; there is much valuc to all those extra pixels. 

Voodoo 2 increases the sustained triangle rate in a game by 
about 5x over the original Voodoo Graphics. This will mean more 
monsters, rounder monsters, and more detailed scenery. Ifa game 
is designed for high performance hardware, that is. Fortunately, 
game developers are well down the path of implementing object 
LOD (level-of-detail) and dynamic tessellation. With object LOD, 
a monster is not just one model, but may consist of five models, 
say 10, 100, 1000, 5000, and 10,000 polygons. Depending on the 
screen size and the 3D chip's performance, an appropriate resolution 
of the model will be chosen for each rendering frame.This allows 
@ game to maintain a constant frame rate across different platforms, 
as well as different game conditions. 

Dynamic tessellation is a technique whereby a surface such as 

a marble pillar is decomposed into polygons on the fly, resulting 
in either 10 polygons or 1,000,000 polygons.A variety of features, 
such as distance, screen size, curvature, and visual importance, 
may go into the decision for the number of polygons to be 
generated.This, coupled with the chip's performance and desired 
frame rate, determine the final number of polygons that will be 
generated. Dynamic tessellation is much more advanced than 
object LOD. 

The two texture units on Voodoo 2 are worthy of special mention 
as well. This ground-breaking architecture (which dates all the way 
back to Voodoo Graphics in 1996) gives game developers some 
special capabilities without any performance hit.This is important, 
because many times it is best to shy away from features in games 
that cause a drop in performance.The most common use of two 
textures is the application of light maps onto base textures. This 
is the technique popularized by the Quake engines Another valuable 
use of two textures is in detail textures, where a high resolution 
"noise" texture is composited with a base texture, often ata much 
higher frequency (repeat). By varying the blend between two 
textures in real-time, texture morphing can be used to smoothly 
transition from one texture to another texture. For example, 
skin can be morphed into fur. Bump maps can be implemented 
with two textures, and there's a demo program on our Web site 
that demonstrates this special effect and is well worth viewing 
(the Donut Demo).These are just some of the uses for multiple 
textures that I know about — game developers are amazingly 
creative, and I fully expect some to discover new and interesting 
applications of multi-texturing that I haven't even thought of. 

In summary, Voodoo 2 means artistic freedom for game 
developers. Voodoo 2 gives them the raw power, speed, and 
generalized feature set they need to create visually stunning content 
(sorry, we can't help much with the gameplay — that's up to 
the CPU vendors). Voodoo 2 also gives them the critical mass of 
installed base, which assures adequate game sales. This results in 
an abundance of games for the consumer that take advantage of 
the power of Voodoo Graphics. This didn't all happen just by itself. 
3Dfx has been working hard towards this goal for almost four 
years now (special thanks go to Brian Bruning and Dara Gray 
for their super-human efforts).I feel like we are nearing the finish 
line — by Christmas '98 there should be plenty of Voodoo 2 
optimized titles that will simply be amazing. The best is yet to 
come! 
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